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Its that moment just after you rip it off, 
cause they dont know what hit em, 
face like "Hey thats my а "uu 
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when the circuits are still pumping 
and they've got that expression on their 
the first gush of oil from the open 
socket...the lights in their eyes going 
dim...yeah, that’s when | know 
...I'm alive. 
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No human being could survive 
Chromax’s 100,000 watt 
electrical charge! 


ge cybernetic 
org’s molecular 


гай 2 Тһе ultimate spot remover: 
_ Vandal's tetrabasic acid spit! Lockjaw attack without provocation! 
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he Sony PlayStation 

is selling like wildfire and 
has incredible momentum heading 
into its first full year on the market, but will all that come to a 
crashing halt when the Nintendo Ultra 64 is released in April 
or September? | don’t think it will. Sony is used to big-time 
competition in its home electronics division. Sony Computer 
Entertainment certainly has several tricks up its sleeve to 
ensure that the PlayStation stays visible to consumers while 
it continues its impressive onslaught on gaming. 

Many people are saying Sony will lower the price of the 
PlayStation and cut game prices to better compete with 
the Ultra 64. All of these things are not out of the realm 
of possibility. 

The PlayStation has a huge following and it is here to stay. 
The race is Sony's to win or lose, and a key factor to the 
PlayStation's success will be Sony's dealings with its high- 
profile licensees. Another key factor will be software-good 
software that will push gamers who don't currently own a 
PlayStation to buy one. 

Games such as X-Men: Children of the Atom and Alien 
Trilogy from Acclaim, Return Fire from Time Warner 
Interactive, a new version of Jungle Strike and NBA Live '96 
from EA, as well as Bubsy from Accolade are due out later 
this year. These games serve as fine examples of marquis 
licenses that will turn heads when it comes time for those 


Spot Goes To Hollywood 


Johnny Bazookatone 
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consumers who J 
have not yet bought a 
Sony PlayStation to decide. 

There are plenty of other titles on 
the drawing boards, such as Earthworm Jim 
from Playmates Interactive Entertainment, and possibly 
Hermie Hopperhead-a cartoon-like side-scroller available 
only in Japan by Sony of Japan. While it remains to be seen 
if or when these titles will see the light of day here in the U.S., 
the games are impressive nevertheless. 

While many feel Nintendo and Sony will be fighting it out 
in 1996, there’s one other company that shouldn’t be counted 
out: Sega. The battle rages on, but rest assured: We will have 
the latest on what’s happening surrounding both PlayStation 
hardware and software. 
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< the only мау to live it 


is to play a Ё. 


Introducing rm ew! 


The all-time b ; simulation of baseball! With 
” camera view. You're ~ every stat and rating under the sun at your fingertips. 
tion, with the largest strike Create unlimited custom stats displays for the 
ultimate managerial thrill! 
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graphics? 


Edmonds, Jim 


Samen ti, E from the General 
poro p Е Manager's office! 
Wade der — 


Fabérgas, Jorge 4 
Disarcina, багу 


New player animations 
are smoother and 
more detailed, letting 
you aim for the inside 
corner. “Zoom in" 
baserunner windows ~ 
let you make your ‘Sgea. Chad Th. 5p. қ | — у When he's ready to 
best pick-off move 
to the bag. 


Create your own 

Post RE БІ тесак 5 есі у "| players from scratch, 
Е As 35 [Contacts se аш or modify any player's 
ratings, or even their 
physical attributes! 
| kmü a ш Ш да) ud ma The resulting player 
will be true-to-life, 
e ; © on-field апа off. 


pitcher and batter ЕТІ! 
views recreate the Mith Нар and Martinez on any manager's 

traditional look of a and Baerga at the plates This = tendencies on any 
broadcast baseball а SE ( 5 team and see the 


Hot new user interface 
gives you instant 
access to any feature. 
Г View and manage your 
ЕСС "E ан mU gl team from the field, 
очаг. В р from the dugout, and 


It’s all here: pick-off 
plays, hit-and-run, 
suicide squeeze, 
towering pop-ups, 
and more. The 
ultimate simulation 
of baseball, for 
everyone who 
|| loves the game! 


Watch your best 
reliever warming up 
in the bullpen, and 
analyze your starter’s 
fatigue, pitch count, 
and performance. 


Mar tinez 
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Маду, Chartes 


‘Plunk, Eric B 
Во, you're ready to go! 
тоо ол 
Crimstey, Jason. R PAESI 
М В Beso, 
LED 50: 
ЕЗ. 
E Шә, lose B CO 


Experience the best 
d of baseball history 
with the bonus 
"Legends" League— 
12 great legendary 
teams from history, 
come to life in 12 
beautifully rendered 
old-time stadiums. 


TEAM EDITOB c e pee 


Na Cleveland воде Steal (2 _ Зем 


Optional wide-angle гем лег; < @ D Push For maximum variety 


Manager? <_< tit away in gameplay, change 


pennant in 40 years. 


Ноте Field: Cleveland or 


game in beautiful LU x results play out 
256-color SVGA | J 


on the field and 


сав, voce жм e el АЫ in the stats. 


‘orton Reni | 
fartinez 


This "fifth generation" 
fielding simulation 
has additional play 
animations, baseball 
plays, and graphics 
realism, resulting 

in true-life baseball 
gameplay. 


Sony PlayStation" 
PC CD-ROM 


See for yourself! 

For demo; 
http://www.MindSpan.com/ 
MindSpan/hb5.html 


PlayStation № 
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‘by MindSpan. Accolade is an official licensee of the Major League Baseball Players Association. LOGO ©MLBPA MSA. PlayStation, the 
Elektra Atlantic Corp.), а Warner Music Group Company. All rights reserved. Screens shown are from PC version. 


| have owned а oe 
* since Sept. 9, and have бе: 
: very happy with my pur — 
22 chase. | also own піпе 
: games atthe time of this 
М writing. When n | brought 
+ it home, | hooked it 


d wanted to 

t / 27-inch Zenith 
ion. Th е came 

on, but tthe screen started to 


jump up and down. I was not 
y happy, so | tried all of 
ther games but they all 


did the same thing. 
: What | would like to know 
& is if there is a problem of 
: compatibility or lack thereof 
: between certain TV sets and 
: the PS. 
: Joe Eberle 
* Yorkville, IL 


According to Sony service 


technicians, the Play. 4 
тра ) 


Magnavox. Sony officials Say 
the problem te mnically | lies 
with the older TVs, but Sony 
has offered to fix the problem 
оп a “case-by-case basis.” 


Dear PS 


to jump up and down. 1 was not very hsppy 


Call (800) 345-SONY if your 
PlayStation won't work with 
your television. 


E: 


| would like to know if 
Ultimate MortalKombat 3 will 
be on the PlayStation and 
when will it be out? | would 
also like to know if there is 
going to bea Battle Arena 
| Toshinden 2 and when will it 
be out? 
Russel Apt. 
Pequabeck, ст 


As far as UMK3 goes, 
we've received mixed 
signals. On record, all a 
Williams Entertainment 


spokesperson would say is, 
“There will be another MK 
game for the PlayStation.” 
Whether it will be UM 
still being onto ae 
time we went м - 
However, we ve | 
sources deep within 
camp that UMK3 is definitely 
being developed for the PS. 
Battle Arena Toshinden 2 is 
slated for a release this 
month in (= A U.S. 


db 
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| ат a proud owner of a 
PS and am backing it all the 
way! | have a few questions: 
First, | recently found out that 
the 3DO is coming out with 
Ultimate Mortal Kombat 3 in 
April. If this is true, will the 
PlayStation be receiving the 
upgrade, too? | heard that 
the PlayStation may have a 
memory card or something to 
that effect with the upgrade 
on it, so the owners of the 
previous МКЗ can take 
advantage of the upgrade’s 
capabilities without having to 
buy anew game. | 

Second, | was searching 


P.S.X. 8 


heard йот , differen codes that al 


the Internet and ran across _ 
many people talking about 


. . a Cheat Menu 2 with six 


options instead of four that 
are accessible only with the 


many different places | 
have read about it on the 
Net all having similar codes. 
The two new options are 


Domenick га 
Phoenix AZ | 


Didn't we just talk about _ 
UMK3? Anyway, it see ў 
very unlikely that ү E 
does come out, will be either 
a memory card or CD 
upgrade—mainly because of 
cost considerations. Besides, 
UMK3 wasn’t a mere | 
character update—a lot of 
the programming code was 


_ tweaked as well. It would be — 


far better to put the program | 
on a new CD, rather than 
upgrade. Trust us. As per | 
your request, the МКЗ trick is 


featured in our Tricks section. 


Got a 


| have a quick question 
about Tekken for the PS. 
Wh y do the energy bars 
nd break up when 


The dropout happens with 
large characters (i.e., Jack, 
Kuma) where there is a con- 
flict of too much screen data. 


Since I’m a music lover 


and also an artist, | was 
wondering if Sony will 
gam wale you 


question? Drop us a line: 


appreciate art and quality, 
that's why | choose the 
PlayStation. The system is 
the best ever! Rating the 
system from one to 10, | 
give it a 21! 


You might want to knock 
that 21 rating down a few 
notches if you're expecting 
some sort of art/music maker 
(we assume you're talking 
about something similar to 
the Super NES’ Mario Paint) 
for the U.S. PlayStation. 
Sony Corp. reportedly 
has strong feelings against 
marketing the U.S. 
PlayStation as anything 
but a “pure” arcade gaming 
machine. Any titles that 
might dilute that cutting-edge 
sales pitch—notably RPGs, 
cute side-scrollers and yes, 
“kiddie” art/music programs— 
are at a disadvantage at this 
point for release. 

Once the PlayStation has 
a solid user base (500,000- 
plus systems), it would make 
sense for Sony to begin 
catering to those niche 
markets. 


ystati 
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© 1995 T«HQ/XING/IREM. KOKOPELI digital studios is a t 


mark of T#HQ, Inc. 


PlayStation and the PlayStation Logos are trademarks of Sony Computer 


Entertainment Inc. 


-aircraft fire 


A fleet of armored tanks 


“.One of the most impressive games of the year." 
Frank O'Conner, Editor-in-Chief, Video Games Magazine. 

“ Stunning SGI graphics ze" 

* Killer music from Thomas Dolby's Headspace" 

e 11intense arcade action sequences 

* Mind bending puzzles 


Danger never looked so good. 


This is the most incredible gaming experience ever. will ever be the same. Characters so complex that 
Dolby sound, music and full-screen cinematic they'll become a part of your life. 

motion so realistic that you'll lose yourself in the year 2027. It's an epic adventure, more than two years in the 

Puzzles and plot lines so intriguing that no two games making. The real danger is that you might miss it. 


BY GAMERS. FOR GAMERS.™ 
Visit Interplay at http:\\www.Interplay.com 


Cyberia™ © 1995 Xatrix entertainment Inc. All rights reserved. Published and distributed by Interplay Productions. All rights reserved. Sony ® is a registered trademark of Sony Corporation. 
Playstation™ is a trademark of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of sega. 300 is a registered trademark of the 300 company. 


7914 


адалы 


Revolution and ESPN 
Extreme Games. The trick 
works because all the 
race data can be loaded 
onto RAM. Fighting 
games such as MK3 
constantly download CD 
data, so listening to your 
favorite Barry Manilow 
songy while performing a 
fatality is not possible (as 
if listening to Barry 
Manilow wasn't enough of 
a fatality). Calling all 
readers: What games 
have you successfully 
done the trick with? Write 
us and let us know. 
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Enter the 


C ^r BERIA». 
Virtual Vacation 
Sweepstakes 


Experience: 


Enter at these 
exclusive loca 


EBX 


Waldensoftware’ 


HOW TO ENTER: 

No purchase necessary. 

Sweepstakes ends 5/31/96. 

You are automatically entered by 

purchasing Cyberia and sending in 

your registration card. You may also enter by 

mailing an official entry form found at participating Electronics 

Boutiques, or a 3 x 5 card hand printed with your name, address and 

zip code to CYBERIA SWEEPSTAKES, PO. Box 8708, Dept. 565, 

Newport Beach, CA 92658. Sponsor assumes no responsibility for 

lost, late, misdirected, mutilated, illegible, stolen, incomplete or 

postage-due mail. All entries must be received by 5/31/96. PRIZES: 

One (1) Grand Prize: A 4 day/3 night trip to Los Angeles for 2. Trip 

consists of round-trip air transportation, Hotel and trips to Air Combat, 

Virtual World, and more. (ARV $5,000). Odds of winning depends on 

number of entries received. Sweepstakes open to all U.S. residents 18 

years of age or older, except employees of Interplay Productions, 

HWB, Inc., their affiliates, subsidiaries, advertising and promotion 

agencies and the immediate families of each. For complete rules, send 

а Self-addressed stamped envelope to: CYBERIA RULES: РО. Box 
8708, Dept. 561, Newport Beacl 


h, 
CA 92658. Void where 
prohibited, ©1996 UCS, Inc. All 
trademarks are the properties 


of their respective owners. 
FOR GAMERS."* 


Codes Put Bile 
Into P5 Games 


nteract Accessories 

wasted no time in creat- 
ing the Game Shark, a 
device that lets players 
enter codes to juice up 
their PlayStation games. 

The peripheral retails for 
$59.95, plugs into the sys- 
tem and works the same 
way the Game Genie did 
for 16-Bit systems. 

When the system is 
turned on, an on-screen 
menu pops up on the 
screen. Users pick codes 
that give them infinite lives 
and extra power-ups—just 
to name a few. Up to 
9,999 codes can be 
stored on one Game 
Shark. The device comes 
with preinstalled codes 
for games such as Doom, 
Tekken and Battle Arena 
Toshinden. New codes 
can be added any time. 
Gamers get them by call- 
ing (900) 773-SHARK, 
subscribing to a special 
newsletter or signing up 
for a special Web site 
membership. The latter 
lets gamers download 
Game Shark codes at any 
time from a special Web 
site.In addition, the Game 
Shark also works as a 
standard memory card, 
with 15 game save slots. 

For more info on the 
Game Shark, check out 
Interact's Web site at 
http:;//www.interact- 
acc.com. Ф 


EDITOR'S NOTE: 
The King's Field ad from Asciiware in the 
January '96 issue was not endorsed by Р.5.Х. 


or Sendai and should have been marked as 
an advertisement. We regret the error. 


oes subliminal 
advertising work? 

The question was first 
raised during the 1950s, 
when ultraconservative 
groups insisted hidden, 
subversive pictures were 
being placed in movies. 

The hidden pictures, the 
groups charged, would flash 
on the screen so quickly that 
virtually no one would notice. 
However, the conscious 
mind would remember these 
pictures and make decisions 
based on what it was shown, 
the groups claimed. 

These pictures—allegedly 
ranging from soda-pop ads to 
sexually explicit scenes— 
were never actually proven 
to exist. Still, the idea caught 
on with ad agencies, which 
began to dabble with 
subliminal ads. 

Fast forward to 1995, a day 


а а? 


“| = 


and age in which people are 
constantly bombarded by 
advertising. It’s easy to miss 
hidden messages amid the 
daily deluge of commercials 
and billboards. 


So don't feel bad if you've 
missed out on hidden mes- 
sages within Sony Computer 
Entertainment of America's 
recent ad campaign. 

The string of commercials 


Vno you mesed 1H The comer СО. 


222222: To access a hidden 
track, pick 1P at the Option 

Screen and press all at once: 
L1, R1, Right, Square, Circle, 
Start and X (X must be last.) 


00 The “Kali Code" is 
a password that powers up 
some of your weapons: 

(X, 0, 0, Square, X, Triangle, 
0, Triangle.) 
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and print ads, which most 
readers probably have seen, 
feature games such as NFL 
GameDay, WarHawk and 
Twisted Metal. 

The hidden messages are 
neither subversive nor 
obscene (except in the eyes 
of Saturn fanatics, maybe). 
Instead, they are actually 
codes and hints to the games 
being shown. Some of them 
are shown on these pages. 

The hidden hints seem to 
be either an inside joke ora 
way to reward Sony 
PlayStation die-hards who 
actually pay attention to the 
advertising. 

In the print ads, the codes 
or hints are often in ultrasmall 
type and placed within a 
game screen picture. Unless 
you were looking for it, you’d 
probably miss it or just 

(Continued on Page 14) 


202200200022 Some codes, 
such as “big boys" and 
“crunch time" (opposite 
page) are hidden within the 
playing sequences. 


299966 Started gut аз a few unconfirmed sightings. 
Grisly tales of vicious abductions and barbaric Human 
experimentation. Хоу those who once doubted! are forced 
to believes Anad you must sei your sights on destruction 

before destruction Sets\its sights on yon и 
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(Continued from Page 12) 


assume it was part of the 
game shot. 

Sony has made no secret 
of these hidden tips. In fact, 
the company recently held a 
contest that required gamers 
to find these hidden codes in 
its series of print ads. 

Much more difficult to find 
are the hints in the television 
commercials, which are so 
mixed up with random images 
that the hints flash for half 
a second before they 
disappear. It’s far too fast for 
the naked eye, especially 
since most people don’t pay 
attention to commercials. 
Actually seeing the hints 
requires a VCR with a 
slow-motion button. 

The commercials show 
more than just hints; each 
one contains little surprises 
and more than a few inside 
jokes on Sony's part-all of 
which are virtually impossible 
to catch at full speed: 

шіп the commercial for 
Destruction Derby, the end of 
the ad shows crash test 
dummies bouncing off 
airbags. At one point, one of 
the dummies winks obviously 
at the TV screen. 

m During one commercial 
for WipeOut, a racing scene 
cuts to a hand picking up a 
bunch of bananas. Is this 
Sony's way of saying this 
game will drive you bananas? 


W At the beginning of each 
ad, Sony shows the address 
of its World Wide Web site: 
http://www.sony.com. 

и In the NFL GameDay/ 
NHL Faceoff commercial, 
Sony compares the nutty 
mentality exhibited by many 
hockey players (and some 
ans, surely), to a raging 
madman from an unnamed 
Japanese anime film. The 
Destruction Derby ad also 
uses a 1960s-style cartoon of 
a driver, which is fairly easy 
о catch just by watching. 

ш Also іп the NFL 
GameDay/NHL Faceoff ad 
are two suspicious messages. 
The first runs vertically on the 
left-hand side of the screen 
near the end of the 
commercial. The text, which 
seems to be scrawled by 
hand, is difficult to read 
because the screen cuts it off. 

The second "message" 
requires a questionable leap 
of logic. One sequence 
shows a play from a 
Cowboys-49ers game, in 
which 49er QB Steve Young 
lofts a pass seemingly at the 
Cowboys' Deion Sanders-a 
likely interception. 

Or is it? The screen then 
flashes to the words 


to the game, showing a 49er 
receiver flashing out of 


ESPN Extreme батези 1] 


print on the signs reads, *Money's 
not everything but it will lead to a 
whole new world." It's a clue for 
players to find all the money gates 
in a stage. Do so, and you'll be 
sent to a secret bonus track. 


coe оо The two words 


hidden in this ad are “health” and 
“pyramid.” It's a reference to the 
pyramid in the rooftop stage. 
Destroy the pyramid to find a 
health recharge site and bonuses. 


be a jab at Sega and its main (some MK3 ads featured 
football spokesperson? Sure, Kombat Kodes, but no effort 
it's a stretch, but one never 
can tell for sure... 

Jokes and secrets aside, 
it's hard to measure the 
impact these ads have had 
“incomplete pass,” then back оп PlayStation sales. How- 
ever, this is probably the first 
time in video-gaming history 
nowhere to catch the ball and that а company has actually 


was made to disguise them). 
Sony officials did not 

immediately return phone 
calls, so it's unknown how 
long the company will stick to 
this ad campaign. But if the 
hints force more gamers to 
pay attention to the ads, then 
the ads are probably doing 


burn past Sanders. Could this hidden game codes in its ads their job. @ 
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THERE АЛЕ SILLIONS UF PLANETS IN THE GALAXY. 
MANY OF THEM SUPPORT INTELLIGENT LIFE, 

SOME OF THEM MAT WISH ТО VISIT EARTH. 

SOME MAT WISH TO STAT, 

TREY MAY EYEN GET PUSHY AJOUT IT. 
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layStation devotees in the 

United States often look to their 
counterparts in Japan with longing. 
After all, they usually get new games 
first, and have access to many more 
video-game “extras.” 

One of those extras are “Demo 
Demo” CDs, which are basically 
game preview CDs like those 
bundled with U.S. PlayStations. The 
demo CDs come with five to 15 
games; usually a quarter of them are 
actual, playable demos. 

Unfortunately, the 
similarity ends 
there. While 
U.S. players 


await the next demo CD from Sony of 
America, new demo CDs come out 
monthly in Japan and come loaded 
with extras, several examples of 
which are shown on this page. 

Each demo CD is “hosted” by a 
popular character from Motor Toon 
Grand Prix, a cartoon racing game 
that didn’t make it to the U.S. The 
areas on each CD are loosely split 
into three categories: software, 
hardware and extra stuff. 

The extra stuff has varied from 
gameplay tips to interviews, from on- 
screen comic books to a library of 
popular PlayStation commercials. On 
some earlier CDs was an original 


PIE 
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PlayStation game, a 3-D shooter in 
which players flew a PlayStation 
controller. While the game looked far 
from polished, it was actually fun to 
play. Unfortunately, it was only one 
level long. (The game reportedly was 
used as part of a contest to see who 
could amass the highest score.) 

Considering the playable games 
that come on each CD, the demo CDs 
seem like a prime way to give players 
a feel for upcoming titles. 

However, a spokesperson for Sony 
Computer Entertainment of America 
said the next demo CD to be released 
in the U.S. will only be packaged with 
new PlayStation systems. 

The SCEA spokesperson also 
deemed unlikely the possibility of 
"Demo Demo”-type CDs making it 
to the U.S. anytime soon. In the 
meantime, gamers will have to rely on 
video-game rentals, magazines and 
the odd store booth display to decide 
which games to buy. @ 
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hidden bosses) that feature пе 
seen fighting styles, weapon 
projectile attack: 


Unleash an arsenal 0 
killer combos and ft 
any 3D fighter-jumpin 


Zero Divide's unique Ві! 
skillful fighters to grab оп 
and pull themselve: 


їй innovative perspecti 
$ Viewpoint and a rotating 
even in replay mode 


©Zoom Inc. 1995 ZERO DIVIDE™ is published under license from Zoom Inc. All rights reserved. ФООМ" 
©Time Warner Interactive All rights reserved. 


ЖЕ п the Hunt is опе of 
those shooters that had 
an underground following in 
the arcades. After a long 
time, this shooter finally sees 
the light of day on the 
PlayStation. 

This game is your basic 
shooter. You can find power- 
ups that can be souped-up 
multiple times, sometimes 
engulfing the whole screen in 


“Dive into 
20,000 
leagues 
of under 
sea fun! 


gunfire. Instead of controlling 
a spaceship, you must 
navigate a submarine. This 
adds new technique because 
you must watch out for 
dangers above the water’s 
surface as well as below. 

In the Hunt has two game 
modes, as well as the option 
of having two players work- 
ing together at the same 
time. The audio has two 
settings: CD music and 
reproductions of the arcade 


songs for those who want TODD MOWATT 
the total arcade experience. А à 
Е In the Hunt is-as close a translation as you 
While you may have not E 
А : can,get. The graphics are exactly the same 
played this one in the Я 
arcades, dive into 20,000 as the arcade game. Sometimes the screen 
leagues of undersea fun and fills up with so much gunfire your eyes will z 
adventure with this game. go haywire. That's what is so cool about this 
game. The difficulty is tough, but not impos- 
sible. Average players stand a chance at beating it, and the 
harder setting will test the mettle of hardcore shooter lovers. 
There is a little bit of slowdown in the Two-player Mode. 


DAVE MALEC 
In the Hunt is.as intense as shooters get and 
is packed to the hilt with action. Being а 
submarine gives you the option to skim the 
surface or do battle at the bottom. You can 
blow just about anything to pieces, leaving 
the screen full of huge explosions. The Two- 
player Mode is a nice touch, but gets too confusing with the 
onslaught of missiles and debris flying around. The game is 
a blast to play and a decent title for shooter fans. 


DINDO..PEREZ 
An intense shooter from beginning to end. A 
nonstop barrage of enemies from above and 
below will keep you busy dodging projectiles 
and fallen debris. All-of-the excitement left 
me hangin’ as the levels were а bit short and № 
the Bosses tended to be on the easy side. 
But on the other hand, the power-ups were incredible and the 
playability was excellent. It gets better with two players going 
at it at once. R-Type fans should look at this one. 
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The real carnage is just about Crushers and Power NE Pukes. And of course it 
to start. Because Primal Rage for Sony still has all the killer combos, flesh-ripping 
PlayStation is hotter, faster and Wf more brutal animations and 
than anything you've seen. But what puts this Rage over the top is all the 

Just like the original, you'll be пем stuff we put in. Bigger graphics, faster 
{| lunching on fresh dino-meat with reactions and smoother stop-motion animations. 
all the lords of New Urth... Chaos, In fact, new Primal Rage for PlayStation has so 

Blizzard and Diablo, just to А much raw 32-bit power, so much screen- 

name a few. You've got the burning speed and so many blood-soaked, 


usual full plate of special moves | rise wax meat-munching kills, there’s only one RU 
like Farts of Fury, Cranium thing missing: Mercy. New for БЕ (0n 
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Just а'тепипдег 


you can now play 


Street Fighter Alpha 


in the comfort of 


your own home. 


If you think you've mastered Street Fighter's brutality, brace yourself. Straight from the #1 arcade hit, Street Fighter Alpha" combines state-of-the-art graphics with all new 


hidden attacks and multi-level super combos, Match up in head-to-head battles or lock into two-player combat with twelve of the deadliest Street Fighters of all time, Nine 


© CAPCOM CO. LTD. 1996 © CAPCOM U.S.A., INC. 1996. ALL RIGHTS RESERVED. CAPCOM, CAPCOM U.S.A., CAPCOM ENTERTAINMENT and Street Fighter 
are trademarks of CAPCOM CO. LTD. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are 


are your favorites from Street Fighter”, Street Fighter II” and Final Fight”. Three are vicious new additions with blazing speed 


and secret moves, It adds up to a new walk on the dangerous side of the street. Now located right in your neighborhood, 4 


trademarks of Sega Enterprises, Ltd. This official seal is your assurance that this product meets the highest quality standards of Sega™. Buy games Ф 
and accessories with this seal to be sure that they are compatible with the Sega Saturn™ System. Visit CAPCOM’s web-site www.capcoment.com 5 
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PRIMAL RAGE 


ІЗ rimal Rage is а remake 
of the coin-op title that 
enjoyed limited success. 
The basic premise was a 
one-on-one fighting game 
that featured prehistoric 
beasts. As each creature 
fights for the domination of 
Urth, they'll cross paths in 
bouts to the death. Primal 
Rage contains seven 
warriors in all. The cast is 


"Primal 15 
one game 
you can 
sink your 
teeth into. 


composed of dinosaurs 
along with two giant apes. 

As with most fighting 
games, this CD gives each 
creature a multitude of spe- 
cial attacks. Blood flows 
throughout the game, espe- 
cially when one player man- 
ages to pull off a finishing 
move. Aside from the Arcade 
Mode, Primal features an 
assortment of options not 
found in the coin-op. There is 
a Tug-of-War Mode that 
forces the players to share 
one single life bar. Other 
additions include animated 
cinemas and victory 
sequences. 

Primal is one game you 
can sink your teeth into. 
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Topp MOWATT 

Primal Rage's graphics are relatively close to 
the arcade, but the monsters seemed quite a 
bit smaller on the screen. The audio is a 
flawless reproduction of the coin-op. Overall, 
it all comes down to whether or not you liked 
the arcade version of this game. The charac- 
ters could have more detail and they seem pixelized. A little 
more time spent under the hood with this game would have 
made the score higher. 


РАУЕ MALEC 
Probably not the best translation of an 
arcade to PS.game that ме seen, but Primal 
Rage for the PS puts up a good fight. It’s 
easy,to control, but the gameplay leaves а 
little to be desired. However, I’m not terribly 
impressed with the overall look of the game. 
Primal just lacked the intensity and attention to detail. It 
doesn't compare to other fighting games out-there, but those 
who enjoyed the arcade version should enjoy this one. 


DINDO PEREZ 
Гуе never been a fan of the arcade version 
and that thought will remain the same with 
this PS:translation. The overall look of the 
game is quite disappointing; it needs more. 
frames of animation. If you're just a beginner 
trying to initiate the moves and combos, you 
may have some problems. There are some features that have 
been added to enhance the gameplay, but it'needs more than 
that to keep my interest in playing this game. 


PSX, 22 


JEW. 


ROM г. PlayStation 


| PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment 


ms 
The 300 version was 


Savor the "412, stomach- 
1995 Shooter 


twisting driving" A . 
ull-throttle on "а | 
s е selection of tracks 
im Understand 
that "the Pes of speed 
t пабі) 
is utterly te ШШ gue d 
LU ith 
ne fact that Wi | 
кч the future really 15 
поч" . 
ALSO AVAILABLE FOR PC 


AVAI LABLE NOW 


É 

ring the voice 0 
ен ye hows Eric Idle а 
Discworld is the lunatic 


ike the guys 
Ж E ouod will 


" 
КШ [es totally роде your mind. 


AVAL LABLE NOW 


Play Station and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™, 3D Lemmings™, Destruction Derby™, Novastorm™, ani 
| L те 


Psygnosis™ are trademarks of Psygnosis Limited. 3D Lemmings is developed by Clockwork games and based on original characters created by DMA Design. ‘Discworld™ 
is a trademark of Terry Pratchett. Discworld is developed by TWG. Copyright 1995 TWG. Games; © 1995 Psygnosis. © 1995 Sony Electronic Publishing Compan 


called it "stock-car racing 


on steroids"! 
raved at "the most realistic 
crashes we've ever seen" 

sez "it's the 
most impressive PlayStation" 
game et! So what are you 
waiting for? Buy or die 
ALSO AVAILABLE FOR PC 


"You've never played 


Lemmings like this before" 
To 


said o true, 'cause 
those suicidal superstars 


gloriously goofy dimensions, 
3D Lemmings is the most fun 
you can have while rescuing 


rodents! 
ALSO AVAILABLE FOR PC 


You've got the hottest 


pex console around and it's 
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E for 3D worlds 
d realistic raci 

thrills, ы 


for action. 
for adventure. 
| for ап all-out- 
gaming feast. 
So what are you 
waiting for? 
Don't starve 
your 
PlayStation. 
cr with the 
eatiest software 
~ buy. = 
lo fat. No flab. J 
3 . Ju 
100% protein From ue 


game-play chefs at 
Psygnosis”. 


PlayStation. 


must battle from room to 
room gathering the many 
power-ups that will allow 
you to hose down the 
enemies with gunfire. 


oaded is the latest 
shooting fest by the 
folks at Interplay. This game 
has a unique premise where 
you must control one of six 
mutants and escape from a 
prison planet. Loaded is a 
shooter that evokes memo- 
ries of Smash TV. 

It's an action-packed 
game that is viewed from a 
top-down perspective. You 


"Loaded 
with 
plenty of 
gaming 
excitement? 


disembowel foes with a 
well-placed shot. You can 
even fry the enemies into 


that can kill on the screen 
with one fell swoop. 
Loaded is a fast-paced 


of gaming excitement. 


This CD is "loaded" with 
blood and guts; sometimes 
you will actually be able to 


ash with napalm weapons. 
Each character has unique 
weapons and super attacks 


game that also is compatible 
with the PS link cable. This 
game is packed with plenty 


Topp MOWATT 
Loaded is а nonstop gorefest from start to 
finish. While the game does get kind of 
monotonous the first time around, it is a joy 
to play when two players are linked up. The 
graphics are good, but sometimes the explo- 
sions get out of hand. This game is intense, 
and only the best players will be able to pound their way 
through to the end. If you enjoy fast-action shooters then you 
better get Loaded. It’s jam-packed with explosive fun. 


ПАЈЕ MALEC 
This game makes Rambo look like a sissy. 
There are outrageous characters to choose 
from, each one with their own special 
weapons. The levels are huge, giving you 
plenty of places to search for power-ups and 
secret areas. On the downside, they tend to 
be too long and easily lose their appeal. Gameplay is 
completely intense, with blood constantly being splattered on 
the walls. The music will leave you cranking up the tunes. 


DINDO. PEREZ 
Bloodfest at its best. Hide the kids and the 
weak at heart for this one. Loaded is just 
one fun game. Despite being repetitious on 
the action, | can’t get enough of the nonstop 
carnage. Think of it as an overhead Doom 
but way better. The characters are hilarious 
but deadly at the same time. This is one game beginners will 
have a blast with. In terms of gameplay, all you need to do is 
shoot anything that. moves. Intense soundtrack! 
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idge Racer Revolution 
is Namco's follow-up 
to its best-selling driving 
game Ridge Racer. RRR 
has a number of improve- 
ments over the original 
game. For starters, there are 
four new tracks to race upon, 
plus the ability to race on 
them backward. These new 
tracks have upped the visual 
ante a bit, by being a little bit 


"Namco isnt 
giving 
racin 
fans the 


crisper and more detailed. 

All of the cars from the first 
game are here, plus a few 
new hidden ones. Each car 
has more detail, and the 
differences between the cars 
are more apparent. 

Ridge Racer Revolution is 
not another Ridge Racer 
clone; some of the additions 
really change the game. It's 
now possible to link two 
systems together. That's 
something the original was 
lacking. The addition of a 
rearview mirror has been 
added to give you the edge 
over your competition. 

Namco isn’t giving big-time 
racing fans the gears; this 
game is awesome. 


Topp MOWATT 
Ridge Racer Revolution is a definite 
improvement. The ability to link up the PS 
really gives me a reason to throw out my old 
Ridge Racer. Тһе graphics are certainly 
better, and | particularly like the monorail 
that runs in the background. The handling of 
each car has been tightened so you really feel like you are in 
control. Before, you sort of slid around a bit. The new tracks 
are tough, but fun to beat. If you can afford it, upgrade! 


DavE MALEC 
Fans of Ridge Racer will want to check out 
this impressive sequel. Namco has outdone 
its last game with sharper looking and more 
detailed graphics. Revolution offers plenty of 
hidden tracks and more cars for big-time 
racing fans. Night courses now leave you 
enough light to see the tracks, which was not available in 
Ridge Racer. Only additional courses could have really put 
this game over the top. 


DINDO. PEREZ 
A great improvement over its predecessor. 
First, the handling of the car has improved; 
it’s easier to take control of your vehicle. 
Second, the overall look of the graphics is 
much cleaner. Third, there are great layouts 
of the tracks. There’s not much negative to 
say except for the lack of additional tracks: Same as the first, 
beat the first three tracks and get the opposite tracks. 
Hopefully, Namco.will.do something to fix that omission. 
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While innovative ideas seem to be a 
dime a dozen іп Sony Corporation's 
research and development department, 
Ken Kutaragi has contributed more than 
his fair share to the Sony piggy bank. 

Kutaragi’s most notable bundle of 
ideas gave birth to the Sony PlayStation. 
A 20-year Sony employee who moved 
from Sony Corporation’s R&D division to 
become a director at Sony Computer 
Entertainment of Japan, Kutaragi oversaw 
the development of the PlayStation 
hardware and aided development of 
early games such as Ridge Racer. 

Kutaragi is now SCEJ's executive vice 
president, R&D division. P.S.X. 
correspondent Stuart J. Levy caught up 
with the busy Kutaragi in Japan to ask 
him about the PlayStation's past, 
present and future. 


Р.5.Х.: As far as the PlayStation’s 
development, how long did it take? 
When did you begin? 


Kutaragi: The idea came up in the 
mid-'80s when | was with the parent 
company, Sony Corporation. We had the 
Information Systems Research Center 
(ISRC) in Atsugi, Kanagaw. 

In the 1980s, many researchers [put] 
lots of time and effort into developing 
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digital-oriented equipment like audio 
CDs, digital VCR and digital-based 


technology at that time, we could not 
make real-time graphics, but we could 


effects systems. There was a lot of make a real-time-based sound system. 
research based on computer science. So we developed sound DSP. 

At that time, my colleague developed a We considered which applications 
superb digital video effector, code- would be the most attractive for 
named “System-G.” The system could engineers. We always like to look at 
handle real-time digitized capturing, the big picture. One candidate was 
morphing and warping...[it musical instruments. But the market 
was designed] to attract TV was closed and distribu- 
creators...we were very а. tion was concentrat- 


interested in that = t ed in the hands 
prototype. But this of companies 


System was very such as 
large...it contained Yamaha. 
about 20,000 ICs We also 


(integrated circuits), thought of using 
mounted on several n this sound system 
PCs. It was an for game systems. 


amazing system. For instance, Nintendo’s 8-Bit 

At the same time, Nintendo released system played well, but the sound 
the first 8-Bit system in Japan. We quality was poor. They were using 
compared the system...even now we an FM-based sound system, like 
are attracted by Nintendo's 8-Bit game MIDI or Sound-Blaster, but as Sony, we 
system. It was a nice system, so | had been investing in and believed in a 


purchased one. The gameplay felt nice. digital PCM system, like CD and DAT. 
As engineers, though, we had a 
dream. We hoped that someday we 
could incorporate a system similar to 
our prototype digital-effects system 
into a future game machine. So we 
estimated the potential time span. We 
knew the silicon cycle: Each three-year 
span can be called a new generation. 
The chips would be reduced 
linearly by 70 percent; 
in other words, the 
semiconductor would 
be constructed of 
70 percent smaller 
transistors. After our 
calculations, we 
estimated that in one 
decade we would have 
three-digit performance. 
It was an optimistic forecast. 


P.S.X.: Has your dream come true? 


Kutaragi: Today, the dream has come 
true. We know now that every three 
years, we can obtain 10 times the Because we wanted to introduce 00 
computer graphics capability, and every the digital PCM sound generator У і 
four years we can obtain 10 times the to a game system, we approached 


CPU calculation power. Nintendo to incorporate this next- 
We then formed a small team to generation sound system. And they 
make DSP (digital sound processors) decided to use our sound system for 
for audio. This was around 1987. their 16-Bit machine. | 


My time focused on utilizing DSP іп 
consumer applications. Using the P.S.X.: What year was that? 
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Kutaragi: That movement started around 
1987, and we finished the system 
around 1989. Nintendo released their 
16-Bit Super Famicom system on Nov. 
21, 1990 in Japan. 


P.S.X.: When you did the deal with 
Nintendo, was it a good deal for 
Sony? 


Kutaragi: Yes, | think so. Because the 
16-Bit system sold well, parts suppliers 
like ourselves did good business. 


P.S.X.: For the Nintendo 64, are you 
still supplying sound parts to 
Nintendo? 


Kutaragi: | cannot provide that 
information even if | knew 
because | am now in SCE, 
not Sony Corp. 


P.S.X.: So that was until 
1990. By that time, in 
your mind were you 
already thinking about 
making your own game 
machine? 


Kutaragi: | always had a dream to make 
our own system. | was a Sony engineer, 
So we were confident in our technology. 
Nintendo's system was nice, but 
naturally, we wanted to make our own 
dream machine. 


P.S.X.: So after 1990, you had done 


the deal with Nintendo. What was the 
process from 1990 until 1994? 


Kutaragi: At Sony, it's an easy process. 
We created a picture of the PlayStation: 
We decided what we wanted it to do 
and we made it. 


P.S.X.: When did Sony decide to 
make the PlayStation? 


Kutaragi: Sure. It's important. If 
someone wants to make something, 
he must gather good people, good 
staff, good colleagues, a good boss... 
on the first team, there were three. 

But when we settled on the idea of 
PlayStation, | think [there were] around 
10, or maybe [it was] seven. 


P.S.X.: What year was it, when you 
started that? 


"This is a 100 percent pure 
game system. There is no 
redundancy or inefficiency. 


Kutaragi: Because | 
was the leader of this 
development, in the 
mid-'80s | decided...there 
were timing considerations, 

but basically, | decided. Sony 

is an interesting company—a person 
who wants to make something, if 
[he or she] gathers a group of 
people, they can begin projects. 
You start a team. 


P.S.X.: You get to choose your own 
team members? 


That's the game concept- 
the Nintendo appeal" 
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Kutaragi: Well, in 1990 we finished the 
audio system for Nintendo, so we 
moved to the next project. After 
Nintendo released the 16-Bit machine. 
The core people were myself and one 
or two others. The roots came from the 
ISRC. The ISRC was a 100-person 
organization, who were all digital kids in 
an analog Sony age. My team was 
[made up of] | think, three [people]. 


P.S.X.: When did design work actually 
start? When did you design the 
board? 


Kutaragi: The actual board was made in 
1993. The prototype of the audio part 
came from the audio we developed in 
1989. The graphics portion came from 
ISRC. The chips came from the group 
for News, Sony’s workstation. We 


decided to use the MIPS chip їп 1992. 


P.S.X.: Did you consider other chips, 
for instance, Intel? 


Kutaragi: We considered other chips, 
but the MIPS system has a good 
architecture and good compiler. We 
looked at RISC CPUs, but because the 
News group was using the MIPS 
RC-7000, we knew it pretty well. 


P.S.X.: 15 the main cost advantage of 
the PlayStation the in-house technol- 
ogy, or the production process? 


Kutaragi: The main difference between 
Sega and Nintendo that provides an 
advantage to PlayStation is that we 
developed the entire architecture 
inside Sony. 


P.S.X.: You don’t have to pay any 
licensing fees? 


Kutaragi: Of course, Sony pays the core 
license for the MIPS technology to Mips 
Corp. (part of Silicon Graphics). But the 
MIPS core is not the key component 
within the PlayStation. 

We developed all the PlayStation 
circuitry, software and authoring 
environment whereas other 
companies have technologies 
developed by outside companies. 

Regarding production, it is too 
large to do it all within Sony, even in 
Japan, because we are now shooting 
for 3 million. 


P.S.X.: Do you have any plans for 
MPEG, i.e., Video CD, or an 
Internet interface? Other systems 
have or are working on these 
additional features. 


Kutaragi: Other systems except 
PlayStation and Nintendo's system. 


Р.6.Х.: Which Nintendo system? 


Kutaragi: [The] 8-Bit. Nintendo has 
many projects, but the most success- 
ful platform was the 8-Bit—a 10-year 
life system. | think game systems 
have to be designed as pure game 
consoles for playing games...it is 
about concept. Game systems have 
to attract gamers. So there are no 
future plans to remove something 


from the PlayStation console. This is a 
100 percent pure game system. There is 
no redundancy or inefficiency. That's the 
game concept—the Nintendo appeal. 


P.S.X.: So you are influenced by 
Nintendo's 8-Bit system? 


Kutaragi: Yes, the 8- and 16-Bit 
systems. Nintendo and [Sony] have 
prepared external I/Os, and the previous 
system has a cartridge slot with many 
I/Os. Nintendo's 16-Bit machine has а 
main slot connector and a bottom 
connector for communications. But 

the main application is gaming. Other 
companies have created multimedia or 


multipurpose systems, which contain 
many features, but we do not agree with 
this approach. 


P.S.X.: So there will not be an inter- 
face or browser for the Internet? 


Kutaragi: | am not saying that...our 
original intention was to develop the 
PlayStation as a pure game system. 
But we have included several slots in 
the PlayStation. Communication is not 
a hardware environment; it’s media. 
And it changes the business world. 

So of course, we are very interested 

in the communication capabilities of 

the PlayStation. But the reason why 

we call PlayStation, Nintendo and 

Sega systems "video-game systems" 

or "TV game systems" is because these 
Systems use their current installed 
bases with a TV screen rather than а 
computer monitor. That's one infrastruc- 
ture—the television. Another major 
infrastructure is the telephone. However, 
there are still bandwidth 

and security prob- 
lems. Thus, the 
environment is 
not mature in 
this area. 


The knight's a pathological liar. 


Rapunzel's schizophrenic. 


And Cheech is blazing again. 


Forget the sword. Bring a psychiatrist. 


Шет з The pursuit of 
the crown in the 
King's Tournament will have you seeing 
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Warped medieval adventure boasting 
@ freakish mix of voice-over talents 
like Cheech Marin, Harry Shearer 
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However, we can deliver many 
things using network capability and 
communications. It is an excellent 
target (goal) of ours. 


P.S.X.: Currently, are you developing 
some type of communications 
system? 


Kutaragi: Our engineers never stop their 
development effort at any time. They are 
constantly working on developing new 
technology and functionality. 


P.S.X.: When the next PlayStation 
comes out, do you think it will be 

64 or 128 or what kind of jump do you 
see in technology? 


Kutaragi: This is your main question, 


right? (laughs) The truth is the size of the 


CPU is not the key 
issue. Even Nintendo 
64-Bit will have a 
32-Bit BUS. There 
are a few reasons to 
calculate with 64-Bit 
accuracy, but for a 
game machine, 
speed, performance 
and power are much 
more important. 
Between graphics 
and sound and 
communication 
media, the total 
calculation power is 
important. So even 
the P6 with 300MHz 
is insufficient for 
playing Tekken and 
Ridge Racer. If you 
purchase the 
150MHz P5 PC, without a diamond 
or special chip, in other words, a 
conventional regular PC, you can play a 
Doom-type game, and even some basic 
polygon-based games will be possible, 
but a full-color, 60-frame Tekken or 
Ridge Racer is impossible. 


P.S.X.: Does the Sony system һауе 
better graphics capability than 
Nintendo’s Ultra 64? 


Kutaragi: We estimate that their graphics 
quality will be very good, especially 
because they will introduce tri-linear 
texture mapping. Also, it is the current 


thought that whey will use a unified 
Rambus system, which means the 
program, graphics, sound and input 
devices—controllers, etc.—will be 
controlled from the same localization. 
It is a multitask job using unified 
memory, and the random access may 
be slow as a result. Remember, this is 
only based on available information 
about their machine. 


P.S.X.: How do you feel about the 
present and future of the PlayStation? 


Kutaragi: The PlayStation is 
the most successful game 
system in Japan now. We 
will reach 2 million units 
sold domestically by the 
end of 1995. 


Р.6.Х.: Two million? 


Kutaragi: Yes. Regarding the North 
American and European markets, we 
want to proceed carefully because of the 
historic battles between Nintendo and 
Sega. The game market in North 
America is collapsing and Europe has 
collapsed, but we are extremely satisfied 
with the PlayStation’s launch in both 
markets. We have been hearing very 
positive reports. 

We are completely committed to this 
new business. It is difficult to keep 
introducing new platforms in a short 
time. You have third-party software 
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creators and software companies—you 
must show them commitment. 
| think the PlayStation will make 

video-game history. There are many 
components that need focus and 
commitment in this business. We have 
been motivated to introduce the new 
and creative use of CD, graphics, 
marketing, sales channels, licensing 
program, etc. But to simply upgrade a 
platform based on enhanced calculation 
power, like 8-Bit to 16-Bit of Nintendo, 
the only difference becomes the number 
of sprites, number of back- 
grounds, number of curves, 
| that's all. If you do not 
enhance or rethink the 
concept, you cannot be 
too strong. Based on 
content, there have been 
many similar types of 
games on the 8- and 16-Bit 
systems. We don’t want to be 
in a situation where the things 
are repetitive and not creative. One 
day, we'll introduce a new system, 
but now we are totally committed to 
the current PlayStation. 


P.S.X.: You won't release a new 
system in the near future. 


Kutaragi: Of course not. It's 
redundant. 


Р.6.Х.: What are your favorite 
games? 


Kutaragi: | have loved games since 
1984 when | purchased an 8-Bit 
system. Even back in the 1970s, | 
used to play LIS, Pong and hand- 
held games. For the PlayStation, | 
love Tekken, Toshinden, Ridge Racer, 
Raiden and puzzle games. | think Ridge 
Racer Revolution will be influential since 
you can use a cable to hook up two 
PlayStations and play head-to-head. @ 
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PC Gamer Editor's Choice 


AVAILABLE NOW 


"Every bit as clever as the original." — Game Players 


"An immersive, satisfying and original experience." – Ultimate Gamer 


"The only complaint I have is that I wish I had more time to play the game...3D 
Lemmings is a winner." — Electronic Gaming Monthly (Editor's Choice Gold) 


PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 3D Lemmings™ 
is a trademark of Psygnosis Ltd. 3D Lemmings is developed by Clockwork Games and based on original characters created by DMA Design. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 


ТКАТЕСҮ 
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After you get thrown ог 
knocked down, you can hit 
B, DB, D + P and roll out of 
the hit. You will still take 

the damage; however, you 
won't be lying on the 
ground, giving your opponent 
time to set up an attack. 


Super Combo finishes. 


xi^ 


You can now chain moves together by 
combining things such as Jab, Jab, 
Forward, Roundhouse resulting in 


A new feature in Alpha 
is the ability to block in 
the air. Not all moves 
are blockable, but you 
no longer have to worry 
about falling on top of 
projectiles. 


Ld 


»" 


ot another Street Fighter 
game! Well, don't think 
ођвау such a statement 
bécause Street Fighter 
Alpha is not just another 
Street Fighter game. In 
fact, this game differs greatly 
from its predecessors, and 
if you think you can use 
old-school tactics—oh how 
wrong you are. 
New combo system not 
only allows you to chain 
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THEME 
Fighting 


NUMBER ОР PLAYERS 
1 ог 2 


NUMBER OF LEVELS 
N/A 


CHALLENGE 
Variable 


D PUBLISHER 
Jus 
” Capcom 
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weak moves to create 
stronger ones, but it also 
allows for air juggles. 

Alpha counters and 
overhead hits add to the 
action because now blocking 
is much more difficult—you'll 
never know where the attack 
is going to hit you. 

The speed and amount 
of damage done by each 
hit makes this game 
incredibly fun! 


In the older versions of Street Fighter there was little you 
could do when your opponent trapped you in the corner, 
constantly threw projectiles or cheated you with throws. 
However, Street Fighter Alpha takes care of this problem by 
introducing a new featured called an Alpha Counter. 

Now the second after you block your opponent's hit, you 


BIRDIE | SODOM 


Fito. аи 


When your opponent is attacking and you are blocking, 
simply watch for your character to begin blocking. Then 
perform the Alpha Counter (B, DB, D + Punch/Kick). 


TAUNTING 


If you press the select button during the battle you can 
taunt your opponent. Now, after you whale on him with some 
explosive combo, you can mock him as he is lying on the 
ground. Basically, this is like telling your opponent he sucks, 
and he shouldn’t even bother putting another token in the 
machine. (This can only be done once per round.) 


PHA COUNTERS 


PN 


can perform an Alpha Counter by pressing B, DB, D + any 
kick or punch (depending on the character). This will make 
your character swat your opponent's attack out of the way 
while countering with one of his or her special moves. (Look 
below for a list of which characters use punch and which 
characters use kick to perform their Alpha Counter. 


See below for 
frame-by-frame 
action of 
Akuma's Alpha 
Counter. 


In the arcade, 
but his 
existence on 
the PS remains 
a mystery. 


INFLICTING PAIN 


To do your super moves, the power bar must either read 
Level 1, 2 or 3. Each of these levels represents the amount of 
damage done to your opponent (with Level 3 obviously doing 
the most). To do a Level 2 or 3 move, simply press two or 
three Punch/Kick buttons when doing a super move. Also, you 
need at least a Level 1 rating to do an Alpha Counter. 


TECH BONUS 


To solve the old question of whether or not throws are 
cheap, Capcom has added a new feature that will let you 
counter a throw. To perform this you have to throw your 
opponent the instant you get thrown. If successful, you will 
be awarded a Tech Bonus. 


Ев | ER 
E 


THE LEGEND 


U: Up 6: Crouching 

UB: Up and Back S: Standing 

B: Back Charge means to hold for 
DB: Down and Back two seconds. 

D: Down Kick means you can use 
DF: Down and Forward any of the kick buttons. 
F: Forward Punch means you can use 
UF: Up and Forward any of the punch buttons. 
J: Jumping 
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КІСЕН ШӘЛІСИРСІСКЕНДЕІ 


ЗШН ОЈ 18 98315 


TREETFIGHTERALPHASTREETFIGHTERZ 


Ryu has always been a formidable 
fighter and that doesn’t change in 
Alpha. His Hurricane Kick can now go 
\ over projectiles; however one should 
use his Dragon Punch as the main 
weapon of attack. You can get the 
Dragon Punch off if you are given just the 
slightest pause between your opponent's 
attacks. If you're hit by a jump kick, and 
have enough time to block, you can put 
your opponent on the ground with a good 
Dragon Punch. Also, throw your fireballs 
Slow, fast, slow, fast, etc... 


REGULAR MOVES 


erhead Punch: F, F + Strong 
Kick: Р, F + Forward 

: D, DF, Е + Punch 
Hurricane Kick: D, DB, B * Kick 
Dragon Punch: F, D, DF * Punch 


CHAIN MOVES 
S. Jab S. Strong, C. Roundhouse 
C. Short, C. Roundhouse 
С. Short, C. Forward, б. Roundhouse 


егеееееееегеееееееееееееееееееееееееееееееееееееееееееееее 


ADONADONAD 


J. Roundhouse + С. Strong + С. Негсе + с super Dashing Punch 


GOMBOSII 


J. Roundhouse + C. Jab + C. Strong + CIEU Knee 


СООТ mM T а 


REGULAR MOVES 
Front Kick: DF * Forward 

Jaguar Kick: B, D, DB * Kick 

Jaguar Tooth: F, DF, D, DB, B * Kick 
Jaguar Knee: D, DF, F, UF, U * Kick 


CHAIN MOVES 


S. Jab S. Strong, S. Roundhouse 
S. Jab, S. Strong, б. Roundhouse 


occ ЛТ errr «е 


Super Hurricane Kick 


D, DB, B, D, DB, B+Kick 
Level 1: 4 hits 
Level 2: 8 hits 
Level 3: 12 hits 


D, DF, F, D, DF, F+Punch 
Level 1: 3 hits 
Level 2: 4 hits 
Level 3: 5 hits 


COMBOS! 


J. пошып + С. Short + С. Short + С. Forward + Super Fireball 


NAD 
4 
LN $ A А 

Adon lacks the speed of a Кеп or Guy; 
therefore you'll want to fight him rather 
defensively, waiting for your opponent 
to make a mistake. 

His Jaguar Kick and Jaguar Tooth 
are excellent for going over fireballs, 
while his Jaguar Knee is great for 
both knocking people out of the air 


and as a wake-up attack when 
getting up off the ground. 


Super Jaguar Kick 


D, DB, B, D, DB, B+Kick 
Level 1: 3 hits 
Level 2: 4 hits 
Level 3: 6 hits 


Level 2: 6 hits 
Level 3: 7 hits 
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| N 4 
q Y 
J. Flerce *S. дан + $ ene + Зарас Бене я Like Chun Li, Charlie has come to 
Е arrest Bison; although, the reason for 
this remains a mystery. 

You'll find that you can fight with 
Charlie almost exactly like Guile, except 
you'll have to adjust to a greater delay 
after a Sonic Boom. When fighting, you'll 
want to adapt an offensive approach or 
you'll find yourself constantly getting 
whaled on by your opponent. 


CHAIN MOVES 
C. Jab, C. Short, S. or б. Strong, 
S. Fierce 


C. Jab, S. or C. Strong, S. Fierce 


REGULAR MOVES 
Jumping Back Kick: F or B * Forward 

- Stepping Side Kick: F or B * Roundhouse 
Charge В, F, B, F+Kick Charge D, DB, DF, DB, U+Kick Charge B, F F, B, FePunch Sonic Boom: Charge В, Е + Punch 


Level 1: 4 hits Level 1: 5 hits Level 1: 2 projectiles Flash Kick: Charge D, U + Kick қ 
Level 2: 5 hits Level 2: 7 hits Level 2: 3 projectiles Air Throw: In the Air press F + Strong/Fierce 
Level 3: 6 hits Level 3: 9 hits Level 3: 4 projectiles 
еееееееегееееееееееееееееееееееееееееееееееееееееееееееееееееееееее 
Chun Li claims she is here to bring Super Lightning Kicks Super — Arak Super Kikkoken 
Bison in on Drug Trafficking charges, 5 


but if successful in her fight with , 


Bison in the final round, she'll reveal { ES 
the real reason. 4 
Her Fireball allows her to be 4 


played much like the old Guile 
was. Her Super Kikkoken will Charge В, Е, B, F+Kick Charge D, DB, DF, DB, U+Kick D, DF, Е, D, DF, F«Punch 
take away half your opponent's Level 1: 5 hits Level 1: 5 hits Level 1: 5 hits 
energy if you catch him or her Level 2: 6 hits Level 2: 6 hits Level 2: 7 hits 
coming out of the air. Level 3: 7 hits Level 3: 7 hits Level 3: 10 hits 


REGULAR MOWVES J. Fierce * S. or €. Jab * S. or C. Strong * Super Kikkoken 
7 2 d № 


Stomp: In Air D + Forward Q 
Knee Flip: DF + Roundhouse à ze 44 
Spinning Kick: Е, DF, D, DB, В + Kick :" (elle T4 е © 
Lightning Kicks: Press Kick Rapidly : © E Mee 1 ve Ж pus 
Kikkoken: Charge B, F + Punch 25585925522952525225925924-201519544559592056 E = 5 
Rising Spin Kick: Charge D, U * Kick J. Fierce + C. Forward + кө Spin Kick 
CHAIN MOVES ! 4 О 
$. Jab, $. Strong, S. Fierce a 
S. Jab, C. or S. Strong, = 
= 


C. Roundhouse 


(dIVYaLHOII Lad aLsvHdTvadLHoidt 


STREETEIGH 


STREETFIGHTER 


Кеп strength lies in his speed. You will definitely want 
to fight an offensive style, never giving your opponent 
even the slightest chance to breathe. 

If you master the dragon punch, you'll have a definite 
advantage over your opponent because һе or she won't 
be able to move without the fire of the Dragon. [тушр 
Additionally, like Ryu, throw your fireballs slow, fast. D, DF, Е, D, DF, F+Punch Е, D, DF, Е, D, DF+Ki 


Level 1: 4 hits Level 1: 6 hits 


Level 2: 6 hits Level 2: 10 hits 
Level 3: 8 hits Level 3: 14 hits ] $ 
CHAIN MOVES ! 


S. Jab, S. Strong, б. Roundhouse | у 
с. Jab, б. Short, б. Forward, С. ог 5. Way ты 
Roundhouse ‚ 

с. Short, C. Forward, C. Ношпһофе_<— /_ 


REGULAR MOVES 
F, F + Forward 
D, DF, F + Punch 
D, DB, B + Kick 
F, D, DF + Punch 
D, DB, B + Punch 
In Air, F + Fierce/Strong 


Guy is perhaps the hardest character to use, but he can be extremely 
powerful if one can master his speed. You'll have to fight him completely 
offensively which is best accomplished by staying in close, attacking with a 
nonstop barrage of attacks. 


COMBOSW 4 


Ў 


D, DF, Е, D, DF, F+Punch 
Level 1: 4 hits 
Level 2: 5 hits 
Level 3: 6 hits 


REGULAR MOVES ТА a 


ОООО 9 


М МОХ VES F + Strong 
S. Jab, S. Strong, S. Fierce, S. DF + Roundhouse D, DF, F, D, DF, F+Kick 
4 у Roundhouse D, DF, F + Short, Kick Level 1: 4 hits 
а-ға б. Short, 5. Strong, 5. Roundhouse, D, DF, F + Forward, Kick Level 2: 6 hits 
ES C. Roundhouse D, DF, F * Roundhouse, Kick Level 3: 7 hits 
2 C. Short, C. Forward, C. Roundhouse D, DF, F, Punch, Punch 
i D, DB, B * Kick 
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He isn’t much different than 
\ in the previous version, 

\ buthis size in Alpha 
increases his power. 
Fight offensively at a 

distance with an occa- 
sional in-close attack. 

You'll want to throw 

your fireballs Low- 

Slow, High-Fast, Low- 
Slow, High-Fast, etc... 


= f ER s 


D, DB, B, D, DB, B*Punch 
Level 1: 3 hits 
Level 2: 6 hits 
Level 3: 9 hits 


REGULAR MOVES 
DF * Forward 
B, DB, D, DF, F * Punch 
D, DB, B + Jab 
D, DB, B * Strong 
D, DB, B * Fierce 
F, D, DF * Punch 


HAIN MOVES 
. Jab, б. Short, C. Forward, C. Roundhouse 
. Jab, б. Short, C. Roundhouse 

. Jab, C. Jab, S. Fierce 

. Jab, C. Jab, C. Forward, C. Roundhouse 


сз сз сс» 


и 


D, DF, Е, D, DF, F+Kick 
Level 1: 5 sec image 
Level 2: 6 sec image 
Level 3: 9 sec image 


D, DB, B, D, DB, B+Kick 
Level 1: 5 hits 
Level 2: 6 hits 
Level 3: 7 hits 


D, DF, F, D, DF, F+Punch 
Each level just increase: 
the damage, not the 
number of hits. 
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DF, F, D, DF, F+Kick 
Level 1: 5 hits 
Level 2: 9 hits 
Level 3: 13 hits 


D, DF, Е, D, DF, F«Punch 
Level 1: 4 hits 
Level 2: 5 hits 
Level 3: 6 hits 


REGULAR MOVES 
D, DF, F * Kick 
D, DF, F * Punch 
F, D, DF * Punch 
F, D, DF + Kick 


S. Jab, S. Strong, S. Roundhouse 
$. Jab, S. Strong, С. Roundhouse 


TSAGAT 


Rose has been asked by some 
unknown source to destroy Bison. 
Knowing Bison is fighting in this 
tournament, she enters to bring 
him down. 

Fight her defensively, using her 
reflects and slide to keep 
people guessing. 

$ She is very 
powerful. 


WuLHOILldLdduLbs 


Our first knowledge of Sodom came when 
Guy destroyed him in Final Fight. When he 
was beaten, Guy took away his whole life. 
Now, like Sagat, Sodom enters this battle 
with vengeance on his mind. He wants 
to destroy Guy and rebuild his gang. 
Although Sodom often gets passed 


à by, he is a very powerful character. His F, D, DF, F, D, DF+Punch (F, DF, D, DB, B, UB, U, 
strength lies in his throws and speed. Level 1: 3 hits UF) x2+Punch 
) — You'll want to use him mainly defensively, Level 2: 6 hits Each level increases the 


( K although you'll catch your opponent off guard Level 3: 7 hits 
ІШ) by going on the attack. 
"*' His Power Bomb cannot be 
blocked, however, his Carpet 
Bomb can be. 


COMBOS! 


number of bombs onscreen. 


AIN MOVES REGULAR MOVES 


S. Jab, S. Forward, S. Roundhouse B, DB, D + Kick 

S. Jab, S. Strong, C. Roundhouse F, D, DF + Punch 

5. Shor , S. Forward, 5. Roundhouse D, DF, F, UF + Punch 
S. Short, S. Forward, б. Roundhouse D, DF, F, UF + Kick 


REGULAR MOVES CHAIN MOVES 
Charge B, F + Punch С. Jab, C. Short 

Hold down 2 S. Short, 5: Fierce 
Punch or Kick buttons ` 
F, DF, D, DB, B, UB, U, 
UF + Punch or reverse + Punch 


STREETFIGHTE 


Birdie enters this tournament 
because he wants to prove 
to Bison that he is powerful 
enough to be his right- 
hand man. 

Birdie’s power comes from his 
size; however, this also brings 
about great weakness because 
this causes him to be very slow. 
As a result of his speed, you 
have to fight Birdie defensively. 

You'll find that his Headbutt 
Rush and Turn-Around 

D, DF, F, D, DF, F+Kick Charge B, F, B, F+Punch Headbutt are virtually invincible, 
Each level increases the Level 1: 3 Headbutt Rushes While his Super Chain Slam is a 
amount of damage done. Level 2: 4 Headbutt Rushes _ 9722! counter to projectiles. 

Level 3: 3 Headbutts + 2HRs 


BIRDIEBIRDI 
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STREETFIGHTER 


MOVES Akuma, like Ryu and Ken, has mastered the art of 
F + Strong fighting known as Shotokan. However, because of 
Akuma’s craving for power, he was consumed by 


SULAR 


F + Forward T 
In air, DF * Forward evil, and now seeks to destroy all. 
D, DF, F * Punch Akuma is extremely powerful, and can be fought almost 
B, DB, D, DF, F * Punch exactly like Ryu and Ken. The main difference lies in 
In air, D, DF, Е + Punch Akuma's Air Fireball and Teleport. These can help to keep your 
D, DB, B * Kick opponent at a distance, allowing you to keep the attack initiative. 


F, D, DF * Punch 
D, DB, B * Punch 


F, D, D + all 3 Kick buttons (short) 3 ^ 
or F, D, DF + all 3 Punch buttons (long) » 
B, D, DB + all 3 Kick buttons (short) % 1 
or B, D, DB * all 3 Punch buttons (long) x a 
D, DF, F, UF * Punch * Punch (Demon Punch) t. » Pu o H 
D, DF, F, UF + Punch + Kick (Suicide Kick) D, DF, Е, D, DF, Е+Рипсћ In Air, D, DF, F, 078 Е ; 
D, DF, F, UF + Punch, when close; F + Fierce Punch ка FrPunch „ И и ДЈ 
(Air Throw) қ у Level 2: 6 hits Level 1: 4 ES 
D, DF, F, UF * Punch, when close; F * Kick (Air Throw) Level 3: 8 hits Level 2: 6 ә = 4 
D, DF, F, UF + Punch (Slide) Level 3: 8 hi 
t С ЊУ 
ча] D, DB, В, 0, DB, В + Punch 
$ 610), | МЕ IOS! l И Level 1: 4 hits Jab, Jab, F, Short | "nj 
* J. Fierce, S. Jab, S. Jab, C. Roundhouse, Super Fireball Level 2: 6 hits This can only be done when < H 
* At about 1/3 to 1/2 a screen distance away do a Level 3: 8 hits the power bar is at Level 3. 5 У Q 
jumping Jab-Air Fireball, then jump in with a Strong-Air r2 yu Мм, T 
Fireball, C. Jab, C. Fierce, Short-Hurricane Kick, Super CHAIN MOVES d 
Dragon Punch. Same as Ryu | d E 
W 


When Ryu defeated Sagat in the original Street Fighter, word 
traveled quickly across the continents. When Bison heard of this, 
he could not believe that the Great Sagat had been defeated. 
Therefore, he entered this tournament to see for himself the 
power possessed by the one they call Ryu. 

With the addition of a fireball, M. Bison becomes 
extremely powerful. He can be used much like old 
Guile, and his speed makes this extreme deadly. 
You'll want to take advantage of his Super 
Psycho Shot because this is the most powerful 
move in the game. Also, he has no chain moves. 


Charge B, F, B, F+Punch 
Level 1: 4 hits 
Level 2: 6 hits 
Level 3: 8 hits 


m 


GULAR MOVES :............... 

Charge В, Ғ + Kick 

"wis HE ғасын Б (О charge B, F, B, Fick 
Charge D, U + Punch xd ЛЕ. 3 a vus Е 5 = 

(F, D, DF) + all 3 Punches or Бы іу du Фаш Level 3: 8 hits 

(B, D, DB) + all 3 Kicks О КЫНК E : 


ЗАЉН ОТА У 9315 
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STRATEGY 2-ТВА 


ero Divide reached the 


top of selling charts 
when it made its debut in 
Japan. So it’s no surprise 
Time Warner Interactive is 
bringing this game here. 

At first glance, Zero Divide 
has the same 3-D graphic 
pizazz as Battle Arena 
Toshinden-just substitute 
humans with robots. 

However, the combo 
moves are far richer in 
content, providing a level of 
strategy closer to Mortal 
Kombat than Toshinden. The 
combat system was laid out 
so all the characters share 
basic special moves. That 
way, there’s no need to 
“relearn” a character, so 
gamers can focus more on 
finding new combos. 


You have to work yourself up the 


levels to reach the final Boss. 


фый, 


_ NUMBER ОЕ PLAYERS 
BE V z^ 


© © CHALLENGE 
Moderate 


PUBLISHER 
Time Warner Int. 


ез 
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* When you are down. 

Press BACK to get up and roll away from your opponent. 

Press UP * KICK to do a mid kick while getting up. 

Press DOWN + GUARD to roll to the side. 

Press DOWN + KICK to do a low kick while getting up. 
* In the middle of a back roll or side roll, press KICK to turn it into an attack. 
* Press GUARD * PUNCH together to execute a throw 


* Tap FORWARD, FORWARD to leap forward, or BACK, BACK to leap backward. 

* Tap FORWARD, FORWARD (and hold) to dash forward. 

* Tap DOWN, DOWN, or UP, UP and then GUARD to dodge by leaping into the background 
or foreground. 

* Hanging off of the edge: 
Press UP to jump attack back into the ring. Press DOWN to climb back in without 
jumping. 


Unlike other polygon fighting 
games, Zero Divide has a feature 
. that many will surely applaud. 
r than falling off the edge 
of fighting floor, resulting 
in a RING OUT, you can hang on 
~ and jump back in the arena. 
5 ; You can even jump back up 
and attack your opponent at 
same time. This can pose 
the defender 


<o 


Р: PUNCH 6: GUARD D: DOWN 

K: KICK CHARGE: CHARGE FOR 2 U: UP 

F: FORWARD SECONDS UF: UP/FORWARD 

B: BACK DF: DOWN FORWARD 


DASH: DASH FORWARD 


H 
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PROFILE 


TYPE: FIGHTER 
PROGRAMMER: ALEX 
MAIN: COMBINAHSN 
SUB: THROU 

М0. OF UNITS: 21 


Zero is the most balanced 
unit created. With his human- 
like form he can initiate many 
combos and moves. His best 
attribute is his speed, which 
enables him to do lightning- 
speed punches. As a begin- 
ner, start with him to get a 
good feel of the game. 


RISING PALM (COMBO): Р, Р, Р, Р-Р 
BASIC PATTERN (COMBO): 
SPIN KICK (COMBO): 
DOUBLE SPIN KICK: 
RIDING ELBOW: 

RIDING SLICE KICK: 
EGUZE BREAKER: 


eesesssecsosoccosscsooo 


PROFILE 


TYPE: CRERIURE 
PROGRAMMER: THOR 
MAIN: NEIL 

SUB: NEEDLE 

МО. OF UNITS: 30 


ис ооо оо ооо о о ооо ооо ооо ооо ово ооо ооо 


The scorpion look-alike 
uses his huge frame to his 
advantage. Slow as this unit 
can be, Tau possesses great 
power in his combos and 
moves. Attack with your 
claws first to weaken your 
opponent and in the end 
attack with your tail. 


SHREDDER (COMBO): ғ, P, гер, гер 
STRAIGHT CLAW: 22 
SIDE CLAW: Пер 
FOUR FEET KICK Е, F, P 
ONE SIDE KICK: Е, Е, К 
BUGGY ROLL: Е, 0, В, 


UB: UP/BACK 
DB: DOWN/BACK 


X-TRA COMMANDS 


BODY HEAT (COMBO): P, Р, 2-2 F+P 
2-HIT (COMBO): 
QUICK BODY HEAT: 
INTERRUPTER: 


P, CHARGE U, P 
Р, 
BASIC PATTERN EX (COMBO): ©, P, 
Р, 
Р, 


RGE D, P 
D, F,P 


= = 
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RISING PALM EX (COMBO) 
BODY HEAT EX (COMBO): 
RIDING 2-HIT (COMBO): 
DOUBLE SPIN KICK EX: 
RIDING SOBATTA: 

RIDING KNEE KICK: 

RISING PALM (GETTING UP): 
MIDDLE KICK (GETTING UP): 
BACK KICK (GETTING UP): 
TOE CUTTER: 

HAMMER KICK: 

CANCEL EGUZE BREAKER: 
ONE-HAND THROW: 

BRAIN BUSTER: 

REVERSE NECK BREAKER: 
HEEL PRESS: 

BODY PRESS: 

MEGATON BODY PRESS: 


G+P (opponent at your back) 
D«K 

U+P 

CHARGE U+P 


X-TRA COMMANDS 


X-SNAP (COMBO): P, P, F+P, К 


Y-SNAP (COMBO): Р, К 
MANTIS A (COMBO): К, В, К, D+P, P 
MANTIS В (COMBO): К, 8K, 0+Р, К 
MANTIS € (COMBO): K, 8-0, Е=К, FX 

UPPER SMASH A (COMBO): В, 02-Х, F+P 

UPPER SMASH B (COMBO): В, DF+X, F, F, К 

BUGGY DRIFT (COMBO): F, D, =, К, D, D, F+K 
TAIL UPPER: 2,2227 
SIDE SLIDE CHOP: D, D, Fx 
NEEDLE THROW: 2-2 5 
T SWING: В, 08, D, DE, F, рек 
FOUR FEET PRESS: 0+ 
SCREW PRESS (LIGHT): 2-2 
SCREW PRESS (GREAT): CHARGE U+P 


STRATEGY ТКА 


"PROFILE ОНЯ 


ТУРЕ: SOLDIER 
PROGRANNER: EXE 
ПАІМ: KNIFE 

SUB: SHOTGUN 
М0. OF UNITS: 24 


КРК 


As far as projectiles go, 
Wild3 is the only unit that 
possesses a projectile 
weapon. His knife attacks are 
his main weapon which does 
an incredible amount of dam- 
age. He is said to have been 
created by the programmer 
who created ХТА system. 


WILD A (COMBO): P, P, K, К 
WILD B (COMBO): F+P, Р, P 
BREAK GUN: 
HIGH SHOT: 
LOW SHOT: 
SWING GUN: 


PROFILE ee ecceeccccccccececccs 


TYPE: BIZARRE 
PROGRANNER: ALEX 
NRIN: NEIL 

SUB: HEEL 

М0. OF UNITS: 21 
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Being created by the same 
programmer as Zero, ІО 
possesses speed as well 
combined with cat-like 
movements and attacks. 
Her downfall is her defense, 
but her speedy combos can 
endure heavy damage on 
bigger units. 


BASIC COMMANDS 


SPIN KICK (COMBO): Р, Р, K, К 
PLACE KICK: Г, Г, К 
NAIL STRAIGHT: F+P 
REPLACER: UF+G 
HEEL KICK: Р+К 
PISTON KICK: DF, К, К 


X-TRA COMMANDS 


WILD 2-HIT (COMBO): Р, К 
SPIN JACK (COMBO): F+P, DF+P 
SPIN KNEE KICK (COMBO): Г+Р, F+K 
JACK SMASH (COMBO): DF+P, Г, F, Р 
JACK KNEE KICK (COMBO): DF +P, F+K 
SPIN PUNCH: F+P 
JACK KNIFE: 
MIDDLE GUN: 
DROP KICK: 
LOW KICK: 
KNEE KICK: 
TACKLE: 
ELBOW: 
W/ IMPACT: 
HEAD CRUSHER: 
FINISHING SHOT: 
HIP DIVE (LIGHT): 
HIP DIVE (GREAT): 
UNLOCK PUSH: 


B, B, F+P 
Е, B+P 
G+P 

D, CHARGE D, P+K 
D+K 

U+P 

CHARGE U+P 

B, G+P 


X-TRA COMMANDS 


SPIN CUT (COMBO): Р, Р, Р+К, Р+К 
SLIDE CUT (COMBO): F, F, Р, Р, К 
KINDO SMASH (COMBO): F+P, К, К 
2-HIT (COMBO): Р, К 
PLACE FAKE (COMBO): F, Е 
WIND UP (COMBO): F, F, К, 
PLACE SWORD CUT (COMBO): F, Г, К, 
KILLER CHOP: D, F, 
NAIL SMASH: Е 
HIGH KICK: 
REWIND KICK: 
KNEE KICK: 
MIDDLE KICK (GETTING UP): К 
HEEL CUTTER: B, F+K 
CROSS NAIL: B, D, F+P 
ESCORT THROW: 2-2 
PLACE STRANGLER: F, F, G+ 
BLOODY BACK: G+? (opponent at your back) 
NAIL CHOP: D+P 
HEEL PLACE (LIGHT): U+P 
HEEL PLACE (GREAT): CHARGE uer 
KICK COMPILER: B+G 


THESE BOOTS ARE MADE FOR WALKING... 
Defeating your opponents in the later levels can get difficult. Here’s a 
way to inflict more damage on your opponent while they are down. 
Each character has a move that will allow him or her to jump, dive or 
even use his or her body parts to attack knocked-down opponents. 


TYPE: J.U.0.0 
PROGRANNER: LEONARD 
NRIN: KARATE 

SUB: THROU 

NO. OF UNITS: 25 


X-TRA COMMANDS 


ASHIZURI: DF+K 
TATAMI NUI B: F, F, F, P 
UWA URADATAMI: F+P 
NAKA URADATAMI: B+P 
SHITA URADATAMI: DF+P 
UCHINATA: р, Е, К 
SEOINAGE: G+P 
SUNEARAI: F, Е, DF+K 
KUMAGO ROSHI: («P (opponent at your back) 
ONIGO ROSHI: D+P+K 
ACHYO: D+P 
KAWARA WARI: U+P 
OOKAWARA WARI: CHARGE U+P 
MORO TEBARI: D, DF, G+P 
КАВА TEBARI: В, С+р 
KAWARA GATAME: B+G 


Programmed with the arts 
of Karate and Judo, Eos can 
inflict heavy damage with his 
combos and basic attacks. 
Eos is good in dealing with 
counters. Attack by kicks and 
punches and then initiate a 
throw to finish your opponent. 
Needs speed though. 


BASIC COMMANDS 


TATAMI GAERI: B+P, F, P 
RIKIDOU: F, F, P 
TATAMI NUI A: F, F, F, P, P 
TATAMI KUZUSHI: F, Е, P+K 
0060МА: F, F, K 
TOMOENAGE: E+G+K 


PROFILE ‚9990099 обо ов» 


ТУРЕ: NINJA 
PROGRANNER: LEONARD 
MAIN: LIGHTBLADE 

SUB: NINPO 

М0. OF UNITS: 28 


X-TRA COMMANDS 


NIMAIBA (COMBO): Р, К 
NINPO OODOKEI: D, D, D, Р+К (P+K х9) 
ZATOU MAWASHI: B+P. DF+P 
ZATOU SHITA HAYATE: B+P, DF+K, K 
NINPO TOKEI KUZUSHI A: D, D, D, P+K, P+K, B+P 
NINPO ТОКЕ! BARAI А: D, D, 0, P+K, P+K, DF+P 
NINPO TOKEI HAYATE A: D, D, D, P+K, P+K, DF+K, K 
NINPO TOKE! KUZUSHI В: D, D, D, Р+К, (P+K x2), B+P 
NINPO TOKEI BARAI B: D, D, D, P+K, (P+K x2), DF+P 
NINPO TOKE! HAYATE В: D, 0, D, Р+К, (Р+К х2), DF+K, K 
D, D, 
D, D, 
D, D, 


The same creator as Eos, 
Cygnus possesses the art of 
a ninja warrior. His speed 
with his sword can create 
several combos. Dealing with 
him can be irritating—he likes 
to attack your legs and work 
his way up to your head. Lots 


NINPO TOKEI KUZUSHI C: , D, Р+К, (Р+К x9), B+P 
‚ D, Р+К, (P+K x9), DF+P 


NINPO TOKEI BARAI C: | 
, D, Р+К, (P+K x9), DF+K, К 


NINPO ТОКЕ! HAYATE C: 


Of modes НЕ IAI GIRI: B+P NINPO YASHICHI: UF+G 
IAI ІШІКІ: F, F, P . .— SEIBAE B, F, P+K 
NAKA HAYATE: Fi SHUNKU UGIRI: D, В, P+K 
BASIC COMMANDS NAGA REZUKI: DASH, P NINPO TOKEI MAWARI: D, D, D, P+K 
ZATOU GIRI: P, P, P TOBI ZATOU: +P NINPO OOGANAZUCHI: СР 


ZATOU GIRI PLUS: F, F, Р, Р, Р 
UWA НАУАТЕ: К, К 
SHITA HAYATE: DF+K 
SHITA OOZATOU: DF, P 
GANSEKI: 8, B, К 


NINPO TARUOTOSHI: G+P (opponent at your back) 
JYOUBUTSU: D+P 
HIYANIE (LIGHT): U+P 
HIYANIE (GREAT): CHARGE U+P 
NINPO GOZAGAETSU: D, DF, G+P 


STRATEGY 2&TRA 
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TYPE: DRAGON 
PROGRANNMER: THOR 
NRIN: TAIL 

SUB: BREATH 
М0. OF UNITS: 22 


The same creator as Tau 
comes out with another mon- 
strosity. Slow but unpre- 
dictable, Draco will literally 
use his entire body to inflict 
damage to opponents. And 
that’s not all; watch out for 
his Blaze and Barbecue 
moves. 


TAIL BACK (COMBO): F, F, K, K 
RAPID NAIL (COMBO): P, (CHARGE F, P, CHARGE F, P, 
CHARGE F, P, CHARGE D, K) 
U,K 

F, F, P 

U+P 

В, DF+P 


TAIL DIVE: 
TAIL BACK: 
UPPER BLAZE: 
LOW BLAZE: 


PROFILE ооо ооо ооо ооо ооо ооо 


ТУРЕ: ПОМ5ТЕР 
PROGRAMMER: THOR 
MAIN: NEIL 

SUB: DRILL 

М0. OF UNITS: 31 


eeseccsoosoosesoccoe 


His non-human form 
makes him one unique unit. 
His main purpose as a unit 
is to destroy any other unit. 
The drills on his back and 
chest can be intimidating; 
being used as an advantage 
to counter attacks and inflict 
damage as well. 


HAPPY NAIL (COMB): 7,2, F, Р, Р 
STUPID (COMBO): 2+, F+K, Р, P 
DRILL KING: F, F, P 
COOL KICK: В, DF+K 
CRAZY MACHINE (COMBO): +P, CHARGE В, P, CHARGE B, P, 
CHARGE B, P 


RSK 50 


THREE DOWN (COMBO): 
2-HIT (COMBO): 

HEAD BUTT: 

MIDDLE KICK: 

LOW KICK: 

MONGOLIAN PUNCH: 
SHOULDER TAIL: 
DRAGON NIP: 
HYPER HEADBUTT: 
BARBECUE: 

CHAIN TAIL: 

TAIL BOMB: 


X-TRA COMMANDS 


RASH ODOR (COMBO): 
2-HIT (COMBO): 
GUARD CRUSHED PUNCH: 
GUARD CRUSHED KICK: 
DRILL KING SMASH: 
LOW STAB SLIDE: 
KILLER NAIL SLIDE: 
LOW STEP: 

KILLER NAIL: 

FOOL KICK: 

HEEL HAMMER: 
BLOODY CHOP: 

BAD SLIDE: 

GADDEMU DRILL: 


DIRTY UPPER (GETTING UP): 


UNFAIR PUNCH: 
STEPPUNA BACK STEP: 


CRAZY DRILL: 

SUPER BAD THROW: 
DRILL PRESS: 

HELL PRESS (LIGHT): 
HELL PRESS (GREAT): 
GUARD CRUSHER: 


X-TRA COMMANDS 


DF+P 

B, F, G+P+K 
D+K, К, К, К, К 
D+P+K 


P, P, ер, B+P 
P, К 

P+K+G, Е+Р 
P+K+G, B+K 
F, БР, Е+Р 
DF+P, Р+К 
F+P, P+K 


Е, Dy P+K 

Р 

В+Р 

G, В, В (opponent at your back) 
G+P 

G+P (behind opponent) 

D+K 

U+P 

CHARGE U+P 

P+K+G 


MORE BOSSES? AND WHO IS XTAL? 

If you're lucky to defeat Zulu you'll enter a screen showing you the 
XTAL tower. And what's the significance of this tower? Well, it shows 
you how to get to XTAL. Maybe this is the answer you have been look- 
ing for. Who is XTAL? Is he the last Boss? You have to find out yourself. 


Ба PROFILE Е 


ТУРЕ: DENON 
PROGRANNER: UNANGUN 
NAIN: ВАРОШИ 

SUB: UNANDUN 

МО. OF UNITS: UNANGUN 


ZULU RUSH: Р, Р, FP, гәр 
ZULU BREAK: F, F, F, P, P 
ZULU 2-HIT: X, K 
ZULU HIGH KICK: D+K, K 
ZULU KINDO KICK: DB+K, К 
ZULU LEG BREAKER: DF+K, X 
ZULU REBREAKER: Е+Р 
ZULU HAMMER SHOT: F, F, P+K 
ZULU REWIND KICK: +i 
ZULU HIGH KICK: D«X 
ZULU TURN FAKE KICK: 082 
ZULU KNEE BREAKER: 0:0 
ZULU AXIS CHANGER: 074.0 
ZULU CHOP: >? 
ZULU STOMACH BREAKER: F, F, Е, P 
ZULU CENTER KICK: KK 
ZULU RIDING ELBOW: F, F, Р 
ZULU ANKLE BREAKER: F, F, K 
ZULU EGUZE BREAKER: D, F, Р 
ZULU ONE-HAND THROW: G+P 
ZULU BRAIN BUSTER: В, F, F, бер 
ZULU REVERSE NECK BREAKER: G+P (behind opponent) 
ZULU KNUCKLE PRESS: 02р 
ZULU DIVE (LIGHT): +? 
ZULU DIVE (GREAT): CHARGE U+P 
ZULU GUARD BREAKER: D, DF, 02Р 
ZULU PALM PRESS: В, 02р 


Zulu possesses incredible 
strength in his speed and 
power. His nonstop attacks of 
punches pose a threat to all 
units below him. As for his 
combinations with kicks, he 
can counter his opponents’ 
deadly moves and inflict 
damage at the same time. 
Watch out for his leg sweeps. 

In order to defeat this Boss 
your main weapon is blocking 
his combinations of attacks. 
After he attacks, initiate your 
combos to knock him down 
on the floor. Then do extra 
damage with a dive. Dealing 
with this Boss will take time. 


The secret to controlling Zulu as a player will take some time. 
In order to get a hold of this guy you have to beat the game 
with all characters regardless of whether the difficulty is set 
on easy, normal or hard. The fastest way to defeat the game is 
by setting the timer on “30.” Hit your opponent, making sure 
your life is higher than his or hers. Then play tag not allowing 
your opponent to damage you until the timer runs out. 
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“Ргасіісау 4не finition of cool!” 


---Game Players 


“Takes the Playstation пем heights." 


---GamePro 


МАТЕО ЖУТА а action in 3D" 


Next Generation 


Parallax 
Software 
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HI 

e 
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E _ CHALLENGE 
- Hard 
DEVELOPER 
U.S. Gold 


f you thought Sonic 

was the only action 
hero with funky hair, you 
are mistaken. Johnny 
Bazookatone, the 21st- 
century rocker with big 
purple hair, must save 
"Anita," his beloved guitar, 
from jealous Mr. L. Diablo 
and his minions. It might 
Sound easy, but it's not, 
because Johnny has to battle 
through five worlds to rescue 
his love. The game is 
virtually a living cartoon, 
complete with SGI-rendered 
characters (including 
Johnny), scenes, special 


effects and a really cool 
intro cinema. 

Johnny is equipped with 
special powers including the 
ability to run, jump, pogo, 
suck and super charge blast, 
all which play a big part at 
one time or another in the 
game. If you think Johnny 
Bazookatone is just a run- 
and-jump type game, think 
again; this game requires a 
lot of technique and quick 


reflexes in order to get 
through it. Gamers will not 
be disappointed with Johnny 
because there are secret 
levels hidden throughout 
the game. 

PlayStation owners who 
want a challenging side- 
scrolling action game to add 
to their library should enjoy 
Johnny Bazookatone, 
purple hair and all. @ 


here have not been 

many fantasy games for 
the PlayStation, so King’s 
Field stands out among the 
usual complement of racing 
games and Doom clones. 
King’s Field may have a 
first-person perspective, 
but the focus is exploration 
rather than mindlessly 
killing everything. 

Like any RPG, your 
character starts out rather 
weak. No armor and magic; 
a simple dagger is all you 
get. However, by spelunking 
through the many passage- 
ways on the island, it is 


THEME 
RPG 


мг! # OF PLAYERS 
1 


# OF LEVELS 
N/A 


ШШЩ CHALLENGE 
Moderate 


DEVELOPER 
Ascii Ent. 


possible to power yourself up 
to godlike proportions. 

King's Field does not limit 
you to levels. Instead you 
can go back to wherever you 
want on the island. Unlike 
earlier games of this type, 
you are not simply bound to 
dungeon mazes. With King's 
Field you have the ability to 
travel outdoors and up many 
floors. The areas you explore 
range from an abandoned 
mine to the ruins of an 
ancient castle. This game 
will make you feel as if 
you are really there. 

Subtle elements, like 
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seeing your character's 
movements when he walks 
or gets dizzy, add to the 
visual display. (You can turn 
this movement off too.) 
Special effects abound, 
with you able to look up 
and down, not to mention 
cast dazzling spells. 

You really get a sense of 
the plot when you talk to 
people. They will be scat- 
tered about the island or in 
towns, giving you useful 
information. Some own 
shops where you can buy 
important information. 

The combat of King's Field 
is seen from your perspec- 
tive. You have an energy bar 
that builds up to allow you to 
attack so you can't mind- 
lessly slash. As you go up 
in levels, your recharge 
rate increases. 

King's Field is a true 
adventure worthy of 
RPG fans 
looking for 
a thrill. 


E 
ЕР 


т he arcade smash with 

the same name strikes 
with a vengeance on the 
PlayStation. In The Hunt is 
one of the finest coin-op 
translations to be seen on 
any platform, leaving all 
the fast-paced action intact. 
This game ups the ante in 
the shooter genre. 

The background of 

this game is that you 
are a captain of a small, 
well-armed battle submarine 


Blast of Deep-Sea Excitement 


on a search-and-destroy 
mission, with the enemies 
calling themselves the Dark 
Anarchy Society. Although 
your weapons are constantly 
changing with the acquisition 
of power-ups, you keep the 
same three fields of fire 
throughout the game. You 
are supplied with fast firing 
rockets that shoot forward 
as well as guns, rockets and 
depth charges that keep your 
vertical positions covered. 


In The Hunt also allows you 
to customize your ship to 
your liking with weapons 
that are 
better able 
to keep you 
protected from the 
opposition. 

Even with great control 
and a large variety of 
power-ups, In The Hunt's 
claim to fame is the 
level diversity and the 
interaction—with practically 


everything in 
the background 
of the playing field. 
Not only can underwater 
objects be destroyed, but 
while firing from the surface, 
rockets can rip through 
buildings, bridges, sections 
of fallen highway and other 
assorted targets. There are 
also different stages of 
destruction allowing you 

to blow out all the glass of 

a building from the inside 
and then destroy the outer 
shell with another onslaught. 
Finish off the entire structure 
by turning it into a heap 

of rubble. 
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Of course, destroying 
inanimate objects is fun, but 
what you really have to look 
out for is the army of enemies 
trying to give your your own 


by themselves, but in addition 
to the screenfuls of already 
challenging opposition some 
treacherous levels await you. 
And just to add to the 


personalized burial at sea. 
The evil doers constantly 
flood the screen each time 
you advance to the next 
stage, giving you plenty of 
bad guys to use for target 
practice. The enemy variety 
not only pits you against 
moving bad guys with their 
own Al, but inanimate objects 
like mines and freeze lasers. 
These aren't hard to destroy 


excitement of the already 
tough scenarios, you are 
expected to kill the Bosses, 
and they are dead set against 
falling without a fight. 

Boss variety is also evident 
in this shooter, not just having 
the all-too-common giant 
Screen leader that needs to 
be shot multiple times. Actual 
tactics need to be used on 
some, forcing you to not only 


fight, but also to run away 
from an advancing Boss 
so you can set up a better 
offensive strategy later in 
the level. No matter which 
enemy you are fighting 
against, they are all lethal 
in their own right and 
should be attacked with 
extreme caution. 

If the speed of play and the 
number of enemies on the 
screen is any indication as to 
the quality of a shooter, In 
The Hunt will impress many 
fans hands down. Players 
who can't handle too much 
movement on the screen 
at one time should bypass 
ITH. It's a classic shooter 
throughout its many levels 
with more than enough 
challenge to put even the 
best players to the test. 
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ITH is so good it is hard 

to even describe without 
hyping it too much. 
Nevertheless, it remains 

the hottest shooter available 
for the PlayStation, making 
most others fail in comparison 
to its arcade cousin. Ө 
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DIE HARD TRILOGY 


John McClane Confronts A Triple Threat 


ox Interactive’s 
action-packed series 
about luckless Officer John 
McClane is now about to be a 
brand-new game for the Sony 
PlayStation! Entitled Die Hard 
Trilogy, you must survive three 
movies’ worth of terrorists, 
gunmen and explosions. 

The first movie is an 
action game seen froma 
3/4 perspective. You must 
make your way through the 
Nakatomi building, starting at 
the parking garage and work- 
ing your way up. There are 
terrorists everywhere, and 
innocent hostages get in the 


way constantly. Nothing is safe 


from your weapons. 


The second film takes 


place within the confines of an 
airport. The game style here is 
similar to Virtua Cop, but you 
have a little bit more freedom 
when it comes to panning 

the camera. You can find 
weapons, and blow the heck 
out of everything. 

The third movie is a driving 
simulation of sorts with you 
navigating an assortment of 
vehicles around New York. You 
have to find various bombs 
placed around the city, with 
only scant minutes to get them 
all. It is possible to crash into 
other cars and pedestrians. 

So far, this CD looks good. 
We'll have more on the game 
as info becomes available. 
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1 
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Moderate 
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Fox Interactive 
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PlayStation 


EXTREME G-FORCE IS A TRADEMARK OF WIP3'OUT" 


A тт Сате 


AVAILABLE NOW ОМ РС-СО ROM AND PLAYSTATION 


“This is the single best racing game for the home that I have ever played, period!” - Game Players 96% KIDS TO ADULTS 
“More flash and substance than most games were ever meant to have.” - Next Generation 5/5 
“Best home racing game ever.” - Die Hard Game Fan 93% 

“Will have you drenched in sweat and grinning.” - Game Pro 


“The best reason to own a Playstation.” - Ultimate Gamer 9/10 


PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ is a trademark of Psygnosis Limited. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 


f you're looking for some 
strategy but don't really 
want to spend hours with 
a slow-paced turn-based 
System, Return Fire will be 
a pleasant surprise. 

Return Fire pits one or two 
players against each other in 
a game of capture the flag. 
Each side has a limited 
supply of vehicles. There 
are tanks that are good for 
defending your flag, and giant 
armored behemoths for an 
all-out assault on enemy 
forces. You can pilot a 
helicopter to scout out ahead, 
and drive a fast maneuver- 
able jeep to steal your 
enemy's flag. 

The gameplay of Return 
Fire is fast-paced. You can 


Take on your 


THEME friends in the 
Action Two-player 
Mode in the 
= # OF PLAYERS race for the 
= 1or2 coveted flag. 
ш 
= # OF LEVELS 
= ША 
= 
= CHALLENGE 
= Moderate 
DEVELOPER 


Silent Software 


only control one vehicle at a 
time, forcing you to commit to 
certain strategies. The Two- 
player Mode is especially fun, 
as you can bomb the heck 
out of a friend. The screen is 
then split to give each player 
his or her own view. 

Return Fire really gets you 
in the mood to wage war. The 
creators of this game have 
added other details to make it 
loads of fun. From bridges to 
barracks, nothing is safe from 
your punishing gunfire. You 
can run over tents, producing 
a satisfying squish noise, 
followed by a red smear. 

Without a doubt, Return 
Fire will give you some very 
intense battles. Check it out 
when you get the chance. @ 


The Spot character is a registered trademark of Ог. Pepper/Seven-Up 


Corporation, Dallas, TX. All rights reserved 


he sequel for this soft- 
drink mascot plunges him 
deep into Hollywood where he 
must search for an escape 
through many exotic sets. 

The various binds Spot finds 
himself in during the game 
should amuse movie buffs. 
Many of the levels look suspi- 
ciously similar to leftover sets 
from hit movies like Indiana 
Jones® and Star Wars®. 

Most of the game is set in 
an isometric 3-D view, and 
the background scenery is 
nicely rendered. 

The levels are impressively 
huge with tons of secrets that 
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will challenge the minds of 
most gamers to find their way 
to the next level. 

All the stages test your might 
with new enemies and different 
game engines to keep your 
excitement from stagnating 
from repetition. 

Your weapons at hand 
consist only of bubbles that 
Spot uses to defend himself 
against the many enemies. 

These bubbles protect Spot 
effectively but tend to have a 
limited range, sometimes 
forcing you to get closer than 
desired to the enemy you are 
seeking to destroy. 
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1 
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| N/A 
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Moderate 
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| Virgin Interactive 


ТЕККЕМ 


New Faces Give Sequel Extra Punch 
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THEME 
Fighting 


# OF PLAYERS 
Тог 2 


# OF LEVELS 
N/A 


CHALLENGE 
Moderate 


DEVELOPER 
Namco 


hoever said that a 

sequel is never 
as good as the original 
never played Tekken 2. 

The PlayStation version, 
which features three new 
playable characters, will be 
a direct port of the arcade. 

In addition to the new 
faces are two new mid- 
Bosses: Roger, a kangaroo, 
and Alex, a T-Rex. 

Some of the old 
characters have received 
facelifts as well. Devil 
Kazuya for instance looks 


more like a devil with wings. 


(He also now has an alter 
ego in Angel Kazuya.) 
Yoshimitsu has a bionic 
arm, which lets him spin his 
sword rapidly enough to 
hover in midair. Jack has 
been replaced by a new 
robot model, Jack-2. 

As far as moves go, 
Namco added more holds 
that players can string 
together. 

The backgrounds have 
been completely redone, 
which gives the game a 
more refined look than 
its predecessor. 
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SUBSCRIBE NOW AND 
SAVE BIG!!! 


Get P.S.X.™ delivered to you 6 times a year for 
$14.95, by ordering your subscription now! 
Send To: P.S.X., P.O. Box 1613 

Lombard, IL 60148 


Е City State Zip 


* E-Mail Address 
$ payment enclosed bill me 


Customer Service or Credit Card Orders call 


1.800.846.8503 DIPX036 


Make check or money order payable to Sendai Publishing Group, Inc. Canadian and Mexican rate $19.95 
per year, all others $49.95. Any/all checks or money orders must be payable in U.S. funds and must be 
drawn on an American Bank. (American Express money order, Citibank money order, or any other type of 
check or money order that would go through a U.S. branch bank) Please allow 6-8 weeks for delivery. 
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After the game loads for a bit, you'll see a cinema intro with Rayden. 
As soon as this screen appears, press Triangle, Square, Circle, X, L1, 
L2. Press START. When the Menu Block appears with the word, 
"Kombat" on it, press UP and you'll see a blue question mark. Press а 
button to access this, and you'll get a Cheat Menu where you can access 
levels, Smoke, unlimited fatality time, etc. 


Follow the trick below to access the new menu. During the loading sequence, wait 
until you view the screen with Rayden. As soon as this screen appears, you must 
press very quickly: X, Circle, Triangle, R1, R1, R2, R2, R1, R1. Press START. 
When the Menu Block appears with the word "Kombat" on it, press UP and you'll 
see a blue question mark. Press a button to access this, and you'll get a new 
Cheat Menu where you can access one-round matches and one-hit deaths! 
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Normally, this class is not available, but this trick will allow you to 
access the Rapier class instead of just the Venom class. To get this 
trick to work, just enter the Player/Option Screen and highlight one 
player. Then press and hold L2, R2, LEFT, START and SELECT. я 
Now press X. You should now be able to enter the Rapier class, which has | 
slightly different surroundings апа is much more of a challenge. 
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At the Main Menu Screen, access the Options. Next, press SELECT. 
This will bring you to the Memory Card Screen. Then press SELECT 
again. This brings you to the Password Screen. On this screen, enter 
any one of these codes (in caps): 


SKELETON - Allows user to play with two skeleton teams in the Bone Bowl. 
MAYHEM - Increases the frequency of injuries. 

DEFENSE - This increases the ability of the defense. 

JUICE - This makes the "speed burst" faster. 

STEROIDS - This allows the user to rapidly perform special moves. 
CRUNCH.TIME - This greatly exaggerates the force of hits in the game. 
STICKUM - Increases the ability to catch the football. 

PICK.CITY - This creates more tipped passes and interceptions. 
CANNON.ARM - QBs throw quicker and farther. 

BIG.BOYS - This increases the size of the players. 

OFFENSE - This makes the offense more effective. 

URNOTREDE - This hidden stage is the most difficult level and it affects 
gameplay in a variety of ways. 


" тее лею You think you’ve mastered all of the tracks in WipeOut? How about 
T a new track called FIRESTAR! To access FIRESTAR just highlight 
om coms | озхчсст vane | one player then press and hold: L1, R1, RIGHT, START, SQUARE, 
| 4 te) CIRCLE and X. Now, if you go into Single Race or Time Trial you can 
zx - choose your track. Notice the addition to your track list? FIRESTAR! The track 
Senne уш, itself is more colorful with more split turns. Thus, it is more difficult to master. 
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ШПІРЕІТПІЛШЕІГІ 


KICK SOME 
METAL Butt! 


In the near future. Moonbase ‘HAMLET is overrun by alien invaders from an unknown source. The A- 


MAX FACTORIES Corporation sends you and five other highly-trained and heavily armed "special 
ists" to deal with the situation. Your way of dealing with them is to use the latest in high-tech | L 


armor and weaponry to blast them into atoms! 


Travel deep beneath the lifeless surface of the moon in 


man-made tunnels that extend to the\, 
hotizon. Explore the cavernous moon à j 
base in this gripping RPG/Action Ed 
drama and get set for anything! ~ 
You'll face challenges as both 

a warrior and a 
detective. Find the 
secret to ridding 
the outpost of 
alien invaders. 
then pilot 
your Tri- 
formula Griffon 
into the toughest 
fight this side of 
the Milky Way! 


yStati 


Pla 


Collect multiple weapon enhancements to 
super-charge your Griffon! 


Obtain vital clues for the key to surviving 
your next assault! 
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| Playstation |. 


Scan enemy aliens to learn their deadly 


Developed by 
ATLUS SOFTWARE, INC. otential before you engage in combat! 
Irvine, СА 92714 d 
714-852-2351 


Multiple weapons arrays allow you to 
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Our goal is fo preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any c 
please visit us at www.refromags 


If you come across anyone selling ~ Зи from 
this site, please do not support them and do let us know. 


Thank you! 


